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Fighting games have been around for over a decade now. Since the advent of Street 
Fighter®II players have packed arcades for fun, friendship, and fierce competition. 
Few genres have developed a following so loyal and so enduring, and few genres have 
the colorful social subculture that fighting games have developed. While a player who 
has been along for the ride since Street Fighter®II largely takes for granted the huge 
complexity of the genre, new players may find the volume of available information 
overwhelming. One of the most influential fighting game series, potentially second 
only to the original Street Fighter®ll and its iterations, the seminal Street Fighter 
Alpha series introduced many new dynamic systems and styles of play that continue to 
be used today in new games. Our hope is that this guide can present this information 
in a useful fashion to new players, while potentially teaching old players a thing 
or two along the way. 















Because of the inevitable determination of a winner and a loser in each round, 
fighting games are competitive by nature, While the Street Fighter Alpha 
series is now a decade old, its newest version, Street Fighter Alpha 3, still 
sees regular play in tournaments at national gatherings and competitions. 
The Street Fighter Alpha Anthology allows you, through a secret option, to 
select one of several versions of each game in the series to play. Usually the 
changes from one version to another are minor or aesthetic, but occasionally 
there is a significant change that affects gameplay and the usefulness of certain 
characters and strategies. In this guide we make recommendations about which 
versions of each of these games to play, and what speed setting to play it on. These 
are usually different from the default settings. If you're a competitive player already, 
this will give you the most accurate, arcade-like setting at home to practice with, and 
if you're a new player it will ensure that if you do decide to become competitive, you 
won't be unprepared. 

























By default when you start a particular game in the Alpha series 
it is set to the most recent version released. In the case of Street 
Fighter Alpha 3 this is fine, but in the cases of Alpha and Alpha 
2 you will want to change this to better emulate the original 
Arcade version. 


Seare? Opificms 


How to Select—6o to the Options menu in 
any game, then hold the R2 Button when selecting 
Game Options. 


The top of the screen should show a few dates 

with the word “ver” next to them. These represent 
the versions of the game available for play. The 
following is a small listing of the versions available, 
along with our recommendations. 








Sirect Fighter Alpha 
The first game in the Alpha series is 


normally played at the Turbo 2 speed 
setting. Damage is set on 2. 


95/06/O05ver 


Includes re-dizzy combos an 
unblockable HK bug. 


95/06/27ver 
RECOMMENDED 


Retains re-dizzies and Sodom’s unblockable HK bug; minor aesthetic changes, such as 
the sound Dan makes when he throws his enemy. Because this version retains important 
Arcade features with minor aesthetic fixes, this is the version we recommend, This is 
not the default version and must be selected manually, 


95/07/27ver 


Guy's Kubikari has its stun damage reduced by nearly half, eliminating Guy's deadly 
te-dizzy combos. Sodom’s unblockable HK removed, Minor aesthetic changes. 


Sirect Fighter Alpha 2 


The second game in the Alpha series is 
usually played with the speed set on 5 
stars and Turbo on. Damage is set on 2. 


96/03/O6ver 
RECOMMENDED 


This is very close to the original Arcade 
release. Minor things are changed—for 
example, Evil Ryu cannot Blowout his opponent with Custom Combo activation from 
any range. However, for the most part this is a very accurate version of Alpha 2. This 
is not the default version and needs to be selected manually. 


96/04/30ver 


Minor aesthetic changes, but some are puzzling—for example, during a Sou Illusion 
Super Combo Rose loses many of her normal attacks while jumping. 


Snrect Fighter Alpha 8 


Street Fighter Alpha 3 is still regularly 
featured in national competitions. It is 
played with the speed set on 2 stars, 
with Turbo on, and Damage set on 2, As 
mentioned, we recommend the default 
version of Alpha 3 as your game of 
choice, so no change is necessary here. 


98/06/29ver 
Much like the default version, but with a number of interesting glitches present. Most 
of these glitches are cosmetic. 


98/07/27ver 
RECOMMENDED 


More minor big fixes implemented. This is the default setting, and the one we 
recommend. 














How to Unlock—Beat the 
game with any character in Street 
Fighter Alpha 3 


How to Select—Hold the Select 
Button when selecting Street Fighter 
Alpha 3 at the game select screen. 


Labeled. as Sheet Fighter Alpha 3 


Upper,” this version of the game is based on an upgrade that was released 
in arcades and some consoles. It includes extra characters not found in the 


cand Evil Ryu. 


How to Unlock—Beat every 
game present in Street Fighter Alpha 
Anthology collection, including Street 
Fight Alpha 3 Arranged 


How to Select—Hold the Select 
Bution when selecting Street Fighter 
Alpha at the game select screen. 





Hyper Street Fighter Alpha is an original play mode that allows you to select every 


normal version of ‘pha 3, such as Fei-long, T. Hawk, Dee Joy, Guile, 


hyper Sirect Fighter Alaina 


character of the Alpha series in any possible iteration. For example, you might 
select Alpha 1 Guy while your opponent selects Alpha 3 V-Akuma! In this very 
impressive mode addition, characters retain all the properties of their respective 
game (and adhere to the mechanics of the game that they are selected under) — 
refer to the Specifics section for each game to learn more about how characters and 


mechanics differ depending on the game. 


New ISM Choices 


SECT PLAYER SELE 
mae 


AYER SELECT PLAY 


How to Select—Seled a 
character, and then select Alpha 3 mode. 
When the play modes appear, hold the 
stort button and press + or => over any 
of the modes of play (Normal, Mazi, 
Soikyo, or Classic), The arrow should 
cisappear, indicating you've selected the 
second version of that mode. 





Normal Mode S-ISM_1 (Green) 





Characters selected in this mode gain 
access to Chain Combos and Advancing 
Guard (> + LP + MP + HP when 
blocking an attack, sometimes called 
Pushblocking). This is supposed to 
mimic the play style present in Capcom's 
Darkstalker series. 


Mazi Mode S-ISM 2 (Blue) 











This mode gives your character access to 
Parties (tap -» against high attacks or + 
against low attacks just before an attack 
hits) and Super Cancels (canceling special 
moves into Super Combos), making it 
reminiscent of Street Fighter 3. 


Saikyo Mode S-ISM 3 (Pink) 





This mode mimics classic Street Fighter 2, 
removing the ability to do Super Combos 
in exchange for a massive damage 
increase and CPS1 Chain Combos. 





Classic Mode S-ISM 4 (Red) _ 








Galler Belt 


How to Select—Go to the 
Options menu in any game, then hold 
the R1 Button when selecting Display 
Options. 


This is an original mode that enables 
you to edit the palette of any character 
present in any of the games available. 


Characters gain alternate versions of 
Special Attacks or Super Combos 
found in other games. In some cases, 
characters like Ken gain access to 
the outrageous attacks they 
had available in the Capcom 

vs SNK games! 


How to Select—6o to the 
Options menu in any game, then hold 
the RI Button when selecting Game 
Options. 


Edits various gameplay attributes for 
that specific game, like vitality and 
Super Meter amounts or whether or not 
you can block. 


Scare? ©piiions 


How to Select—o to the Options menu in any game, then hold the R2 


Button when selecting Game Options. 


Edit various things within the game, like 
Super Combo shadow colors, character 
voices, properties on certain actions, 
or bugs that were removed in previous 
versions of the game. It’s possible to 
directly select the previous versions of 
the game by selecting one of the dates 
listed just above the customization bar. 
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=>—symbol indicates a cancel, Used to illustrate combos and pressure sequences, 


Advantage—the opportunity to act first. Usually occurs when a quick attack 
is used that lets the attacker recover before the defender leaves Blockstun. 


Alpha Counter—aon attack which allows a defender to cancel Blockstun 
prematurely at the cost of Super Meter. 


Anti-cair—any attack or action used fo counter a jump-in. 
Backward—action/movement/directional input away from your opponent, 


Block—accomplished by holding back/down-back. Guards against incoming 
attacks, reducing damage taken to none or very little. Throws and certain attacks 
ore unblockable, 


Block Damage—minor damage sustained when blocking special moves 
‘ond Super Combos. Often called Chip Damage. 





Blockstun—a state in which a character is stuck in a blocking animation, 
Dering this state a character can do nothing except Alpha Counter or continue 
‘Mocking, and during this state a character connot be thrown. 


Buffering—using the commands or motion for one action to setup another 
‘econ. Used often in cancels and combos. 


Cancel—interrupting any action prematurely with another action. Used most 
‘chen in combos. 


Chain Combo—sysiem that allows normal moves to be canceled into 
other normal moves. The central game mechanic in Street Fighter Alpha; also useful 
‘e Gey ond Gen in Alpha 2 and 3, and fo characters selected in X-ISM in Alpha 3. 


Chip Damage—synonymous with Block Damage. Usually just called 


Combo—s combination of attacks that take advantage of Hitstun, so the 
sequence of allacks is unavoidable. 


Command Grab/Throw—Throw thot requires a motion to 
‘eccomplish, ike a special move. Command Throws usually have extra range and 
‘de mare damage than normal throws. 


Command Normal—normal attack accomplished with a direction 
gress like Ryu's + + MP overhead. 


Counterhit—hitting an opponent while they are in the middle of performing a 
‘move. In Alpha 3 Counterhits produce extra benefits beyond just dealing damage. 


Cross-up—ao jump-in attack that can hit on either side, usually used directly 
‘> top of an opponent, so it is very hard to tell which way to block. 


Crouch Cancel—advanced Alpha 3 technique that allows characters to 
‘syoid a neutral state when landing from a jump. This often allows for very long 
jeagles and intinites. 


Custom Combo—special state that grants a character greatly enhanced 
abilities. Characters cannot block, jump, or move backward during a Custom Combo. 
Custom Combos require Super Meter to activate, 


Deep—a jump-in attack performed as late as possible, 


Dizzy—stote in which a character is completely incapacitated briefly, unable to 
attack or defend themselves. Sometimes called stun. 


Foot Games—ao close-range zoning technique in which the goal is to score 
knockdowns or Counterhit an opponent's whiffed pokes. 


Forward—Refers to directional input or movement toward the opponent. 


Guard Crush—an Alpha 3 system in which continuously blocked attacks 
lead to a brief loss of control and completely vulnerability. 


Guard Crush Meter—located under the life bar in Alpha 3, this shows 
proximity to being Guard Crushed. 


Guessing Game—nny situation where you cannot be sure what will 
happen, and ore forced to guess. It is beneficial to set these situations up in your 
favor, and avoid falling victim to them. 


Hitstum—siote a character enters when they are hit with an attack and did not 
block. During Hitstun o character is completely vulnerable, and follow-up attacks 
that connect before Hitstun ends will combo. 


Infinite—o never-ending combo. There are no naturally-occuring infinites in 
Alpha | or 2; infinites are possible in Alpha 3 with the use of Crouch Canceling. 


Juggling—comboing an opponent while they are in aerial Hitstun, 


3 
Jump-in—an attack performed while jumping at an opponent, Useful for 
pressure, beginning combos, and throw setups. “4 


Kara Cancel—canceling a move very quickly after activation, within a 
fraction of a second. Often this is done before a move even perceptibly animates. 
Properties of the move canceled can sometimes be transferred to the follow-up 
move, such as forward movement, 


Kattobi Cancel—an Alpha 3 variant of Kara Canceling in which a normal 
is canceled into Variable Combo. Produces useful results in specific situations, 


Knockdown—teing floored or flooring your opponent. Characters cannot 
be hit while floored/knocked down except in specific situations. These are called 
OTGs (Off the Ground). 


Link—perpetuating a combo using moves that have completely recovered rather 
than canceling moves. 


Magic Series—the combination of normal moves a character can use to 
Chain Combo. 


Mashing—pressing button inputs rapidly. Sometimes useful to reduce damage 
token from throws or cerlain Super Combos. In Alpha 3, mashing reduces 
damage taken (very slightly) in ANY situation, : 








Match Reset—iituation in which neither character has advantage. 
Exomple: a grappler character like Zangief lands his command grab and is 
Seenced very for away from his opponent. He has to work to get inside to deal more 
Senoge—the match is reset and his position advantage and momentum are lost. 


Meaty—an attack performed so that it hits very late during its active period. 
‘hen allows for quicker move recovery and follow-ups/combos not normally 
possible. 


Mind Games—forcing your opponent into unfavorable positions in order to 
get them to guess or make an error, 


Mix-up—forcing your opponent to guess or mess up by presenting them with 
sony threats at once, such as guessing between blocking low, blocking high, or 
Teching « throw. 


Negative Edge—button presses in Street Fighter register on release as well 
ss the initial press. Negative Edge refers to using the release to activate actions. Can 
be both a help and a hindrance for complicated actions. 


Neutral State—refers to state in which a characteris stonding idle, ready to 
perform any action. Very important in Street Fighter Alpha 3. 


Normal Attacks—attacks performed by simply hitting any attack button 
by itself. The foundation of Street Fighter. 


OTG—Acronym for ‘Off The Ground,’ refers to specific situations in which you 
can hit an opponent after a knockdown. 


Overhead—a grounded attack that must be blocked high. 


Poke—a relatively safe or high-priority normal attack or special move used 
during foot games. 


Priority—the likelihood that one attack will beot another. 


Projectile—a special move that projects away from a character’s body, 
creating a ranged threat (such as a Hadou Ken or Sonic Boom). 


Recovery—the period during which a move is still animating, but is no longer 
active. Characters are usually vulnerable during this period. 


Reset— intentionally ending a combo in a confusing manner, so that another 
combo can be started up quickly. 


Reversal—performing a move at the first possible moment following the end 
of Blockstun/Hitstun/knockdown states. Also used as a generic term describing 
any situation in which you counter (or reverse) an opponent's intentions. 


Special Moves—atiacks activated with a controller motion prior to the 
button press. Usually have strength/priority over normal attacks, at the cost of 
increased startup/recovery time. 


Startup—the length of time a move takes to become active and capable of 
connecting. 


Stun—synonymous with dizzy. 


Super Combos—very powerful moves that require Super Meter to 
perform. Usually accomplished through doubled special move motions. 







Super Meter—locaied at the bottom of the screen, this gauges your ability 
to perform Super Combos, Custom Combos, Variable Combos, and Alpha 
Counters. This increases slowly by performing any attack actions besides whiffed 
LP/LK. 


Taunt—activated by pressing Select, this is o humorous action designed to rile 
your opponent. Can be performed once per round (save for Dan, who has infinite 
Taunts). 


Tech—generic term referring to any escape action, such as Tech Throws, aerial 
Techs (Aerial Recovery), and Tech Rolls (Defensive Rolls). 


Tick —quick attack used to setup a throw or hold the opponent in place. 


Tripguard—normally when characters attack in midair they are briefly 
vulnerable when they land. If you do not attack in midair you retain what is called 
tripguard—ihe ability to block instantly upon landing. 


Unblockable—attacks which cannot be guarded against. Throws are 
unblockable, as are certain moves such as Akuma's Shun Goku Satsu. 


Variable Combo—slpha 3's more complicated variation of Custom 
Combos. Requires Super Meter to perform. 


Verification—ihe ability to confirm whether or not to perform follow-up 
attacks following initial attacks. Usually dependent on the speed of the attacks and 
the reactions of the player. 


Wakeup—aciions performed during the end of a knockdown situation. 


Whiff—nissed attacks, whether intentional or not. 





Zoning—keeping your opponent at a preferred distance, advantageous to your 
character and playstyle. 


















For purposes of this guide, ALL instructions assume the 
player is on the Player 1 side facing right. When on the 
Player 2 side, facing left, reverse all commands. 





De Ssplay in the Street Fighter Alpha 
Sees contains o lot of information—at 
Fe fp of the screen each character's 
Weer can be seen, along with the 
smeent of round victories won and 
e cock for the current round. At the 
Seton of the screen you can see the 
Shee Meter for your character. If your 
Seeacier'lifebaris emptied, or ifthe clock runs all the way down and your character 
See lesser amount of life remaining, you lose the current round. 


















Nema] Atadks 


Normal attacks are the foundation of any game plan in the Sireet Fighter Alpha 
games. Normal attacks are performed simply by hitting any one of the six buttons, 
and have different variations depending on what state a character is in when they 
are performed, Every normal attack has a crouching, standing, and jumping variant. 
Some normal attacks also have a version that can only be performed when very close 
Jo an opponent, and some jumping normal attacks differ depending on whether the 
jump is straight up rather than forward or backward, 





Jn atypical game, normal attacks have many applications. Many (but not all) normal 
moves can be canceled, or interrupted, into special moves or Super Combos (some 
moves can also be canceled into Super Combos, but not special moves). As a result, 
nearly all combos begin with at least a normal attack before heavier techniques are 
employed. Normal attacks can also be used to build meter or to give the impression 
that you are doing something else. They can be used to control space up close, keeping 
your opponent out. They are also used as the building blocks of a foot game, in an 
attempt to control space and score knockdowns. 


Normal attacks and blocking are the two most neglected gameplay elements by 
beginning and novice players, but they are very important—everything else builds 
on these two systems. It may be tempting to move quickly on to playing with Super 
Combos and other “flashier” game systems, but don’t do it right away—often a 
command as simple as + + HP can accomplish the same thing as #% > x» + HP 
with far less chance of an error in execution in a pressure situation. 


rie 











Official Name of 
Normal Attack 


Usually Referred to as: 


LP Light Punch 
MP, Medium Punch 
HP Heavy Punch 
LK, Light Kick 
Forward MK, Medium Kick. 
Roundhouse HK, Heavy Kick 








Every normal attack, and indeed every action in the Street Fighter Alpha series, has a 
startup, active, and recovery period. During startup, a move is beginning its animation 
ut is not yet “active,” meaning it cannot yet make contact with the opponent, Once 
active, the move can contact the opponent, or do whatever else it is intended to do. 
During recovery you can do nothing except wait for the move to completely animate 
nd finish—you might be vulnerable during this period. As a general rule, the lighter 
the attack, the more quickly it becomes active and the less of a recovery period it 
as. Heavier attacks are the opposite—they tend to have longer startup periods and 
longer recovery afterward, but in exchange they tend to do more damage, have more 
priority over other moves, and keep your opponent reeling longer if they connect, 


Advantage/Disadvantage 


As stated, every action in Street Fighter has startup, active, and recovery periods. The 
length of the recovery period affects whether a character has what is called advantage 
afterwards, or not. Every interaction in Street Fighter in which one character attacks 
and the other blocks leads to one or the other character having “advantage,” or the 
ability to act first upon completion. Realizing this and capitalizing on advantage to 
minimize your own disadvantage is very important. For example, most sweep moves, 
such as Ken's crouching HK, leave the attacking character at a disadvantage if blocked. 
The blocking character's Blockstun ends before the sweep is done animating—if the 
character that blocked the sweep acts quickly they can often score attacks for free. 





Conversely, Ken's crouching LK leaves him at an advantage. In other words, Ken .. 
recovers from the attack before his opponent leaves Block or Hitstun, This enables 
Ken player to perform an action well before his opponent can, essentially giving 
him an opportunity to beat his enemy to the punch. Because of this, properly using 
windows of advantage are the key to staging a proper close-range offense. 
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| AWerd chent Hediing 
|| Blocking i one of the most overlooked ond underappreciated systems in Street 
Fighter. Irs not flashy, i's not glamorous, but it is ultimately just as important 
| 0s any other game feature. Novice players offen underrate the importance of 
| understanding blocking, and blocking well, 


i] |Blocking on'the Ground 


| | Blocking on the ground is accomplished by holding + for high attacks and x 
for low attacks. Jump-in attacks, standing attacks, and overhead attacks are 
considered high, and most crouching attacks are considored low (though not all). 
‘Asagenoral rule of thumb, block high versus all jump-ins, and block low versus 
| | all_ground attacks, but keep an eye out for overhead attacks on the ground like 
Ryu’s + + MP Ken's + MK, and Guy's » + MP. 








| | Blocking jin the Air, 
1 “The Alphaseries represents the advent of air blocking into Street Fighter, and this 
_ works slightly different than blocking options on the ground. You can only choose 
| to block or atfack on each jump—performing a non-blocking action during « 
ip removes the chance to block for the duration of that amp. In the air, simply 

‘hold = to block. However, not everything can be blocked in mid-air. A jumping 

| | opponent's normal attacks can’ always be air blocked. A grounded opponent's 
normal attacks, hawever, CANNOT be air-blocked. Special moves usually follow 

| these rules, as well—grounded special moves cannot be airblocked, while special 
moyes contacting off the ground can. There are exceptions to this—Zangief’s 
Double Loriat (While grounded) cannot be airblocked, for’example, Also, some 
“special moves with anti-air applications, such as Ken’s Shoryu Ken and Charlie's 
rsault Shell, siart on the ground but end in the air—if they are performed 

late against the jump, such that they contac! the jumping character while these 

| moves are staring ‘and still grounded, they cannot be airblocked. Performed too 
| | early, such that the Shoryu Ken or Somersault Shell has left the ground by the 
‘time it makes contact, and these moves become ir blockable: Super Combos, 
vith very few exceptions, are not ar blockuble, 


















































Effects of Blocking 


Successfully blocking, on the ground or in the air, does a number of things. 
Primarily, i! completely negates the damage received from normal attacks, and 
reduces the amount of damage received from special move and Super Combos 
to.a very small amount. Blocking also places the blocking character into a state 
called Blockstun. During Blockstun the blocking character cannot be thrown, and 
femains in this state until the attacking character stops their series of attacks. A 
blocking character can do nothing except switch from standing block to crouching 
block or vice-versa (this allows blocking « jump-in, then immediately switching to 
crouching block to intercept the low attack that follows many jump-in attempts). 
The only exception to this rule is Alpha Countering, which is explained later in 
this section, Blocking also pushes you back slightly from your opponent, in order 
to keep you from getting trapped indefinitely. 


Chip Damage 


As mentioned earlier, while blocking 
negates all damage from normal attacks, 
special moves and Super Combos still do 
very small amount of damage when 
blocked. This damage is called Chip. 
While itis typically very small, it can add 
up over the course of amatch, and rounds 
canbe won or lost on Chip Damage. Some will cry foul losing to Chip Damage, but 
temember—a win is a win, no matter how you achieve it. There are strategies 
both for avoiding Chip Damage and employing it to your advantage. 








Blocking Delay 


Something very important to understand about Street Fighter is that nothing is 
instant—there is a lag or start-up period to any action. This includes going from 
standing sfill to crouching, jumping, or blocking. The period of time it takes to 
Itansition from any of these states to another is roughly one-sixth of a second— 
however, there are occasionally moves and actions that are faster than that! With 


that said, understand that it is not always possible to block on reaction—much 


blocking, especially against advanced techniques, must be done on anticipation, 
Proximity Blocking 


The Alpha series uses a system called Proximity Blocking, in which your character 
will only enter the blocking animation when you hold + or w if there is a threat 
within o couple steps of your character. Your opponent whiffing attacks from 
fullscreen will not cause you fo enter a blocking animation if you hold + or ¢— 
however, if you are much closer you will enter « blocking animation whether their 
moves actually contact you or not, The main reason this is important is because 
of the example cited—if your opponent is backing up and you want to hold 
them in place, whiff quick, Light attacks and they will get “stuck” in a blocking 
animation. At this point if they want to continue moving backward they have 
to jump. Additionally, if you get them 
fo start blocking high and notice that 
they don’t jump or low block, you can hit 
them witha long-range low move (like a 
sweep) when you see they are still just 
holding +. 











| 
| 
| 














‘Se Sexacters, in addition to basic normal attacks, have command normals—normal 
‘eet executed with o button press and o direction on the controller. These moves 
= hove spacial properties over normal attacks. Many, like Ryu’s > + MP. cannot 
be blocked low. Command normals are 
included in the movelists in this guide, 
and when a character has « particularly 
important command normal it will be 
highlighted in that character's section, 


Special moves are the next tier of attacks. These are executed with a motion on the 
ssoroller and at least one button press. A few, like Zangief’s Lariats or Balrog’s Turn 
Fonch, are accomplished by holding or hitting multiple buttons rather than performing 
= motion and hitting a button, 


woe HP 


Acommand now recognized by multiple generations of videogame players, the motion 
forafierce Hado Ken, As illustrated, this is performed by moving the controller to the 
own position, then rolling it past the down-forward point, arriving at the forward point, 
cond hitting HP. All of this must be performed in one fluid motion. Unless otherwise stated, 
‘moves are always performed with fluid motions, never with topping motions. 





There is a type of shorthand many players use to describe special move motions that 
show up very often. 


Actual Motion | Commonly Referred to as 
quorter circle forward, QCE: fireball motion 
quarter circle back, QCB, hurricane kick motion 
half circle forward, HCF 
half circle back, HCB 
360, SPD (Spinning Pile Driver) 
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Multi-Part Special Moves 


Some characters have special moves 
that require motions to be repeated in a 
sequence, If you stop doing the motions in 
sequence, the character stops performing 
the move. Notable examples include 
Karin’s Guren Ken (4% > +P then Punch 
or Kick with directional presses depending 














on the action desired) and Rolento’s Patriot Circle ( +» > + P repeat two more 
complete the move). 


Usually the flashiest and most damaging option in a character’s movelist (Super 


Combos) require more complicated motions and burn Super Meter to use. For the 
most part, Super Combo motions simply involve double special move motions, 


wowa> & Amy Puadh 


While Ryu’s Hado Ken is performed with + + Any Punch, a fully-powered Shinke 
Hado Ken is performed with the motion depicted above. It is simply two Hado Ken 
motions and the required button(s). Games in the Alpha series differ in what buttons 
‘are required for different strength Super Combos. 


| Level 2 Super | Level 3 Super 
Any two Punches or | All three Punches 
Kicks or Kicks 
Any two Punches or | All three Punches 
Kicks or Kicks 
Any two Punches or | All three Punches 
Kicks or Kicks 


| Level 1 Super 


Punch or Kick: 





Punch or Kick 








As shown, prior to Alpha 3, if a Level 1 Super Combo is desired, the Super Combo 
motion must be performed then any Punch or Kick as appropriate must be hit. If a 
Level 2 Super Combo is desired, any two Punches or Kicks as appropriate must be 
hit. Level 3—all three Punches or Kicks, With Alpha 3 this was changed to the more 
intuitive and execution-friendly system in which the button strength itself chooses the 
level of Super Combo—Light attacks will 
always be Level 1 Super Combos, Medium 
attacks will always be Level 2 Super 
Combos, and Heavy attacks will burn the 
entire meter (provided, of course, that 
enough meter is available—performing 
a Super Combo motion and ending in a 
Heavy attack with only 1 meter will still 
only cause a Level 1 Super Combo). 











So, in Alpha 1 and 2, Ryu's level 3 Shinkuu Hado Ken is performed. with 
4x->4%-% + all three Punches—in Alpha 3 the motion becomes ++ #% + 
+ HP. 


While Super Combos are often very damaging, flashy, and fun to land, they are not 
always the best use for your Super Meter. Keep in mind in Alpha 1 Super Meter is 
also used for Alpha Counters, and from Alpha 2 on it is also used to enable Custom 
cand Variable Combos. See the Alpha 2 and Alpha 3 sections for more information on 
Custom and Variable Combos, which have their own benefits and are often far more 
damaging than any Super Combo. 











Alpha Counters allow you to end your Blockstun prematurely by attacking, at the 
expense of a portion of your Super Meter. Since this interrupts Blockstun much earlier 
than normal, and changes it into an immediate attack (usually while your opponent 
still hos a move fully extended), Alpha Counters are often essentially free damage. 
Alpha Counters are useful both offensively and defensively, and can have a large 
effect on the momentum of a match. 
Feeling pressured? Alpha Counter your 
opponent off of you and turn the tide. 
Trying fo stay on top of your opponent, 
but afraid your challenger will attempt 
to reverse you? Anticipate their attack, 
block it, and Alpha Counter them to make 
them feel even more controlled. Finally, 
while blocking a special move or Super Combo reduces almost all of the damage 
taken, a round can still he lost on Chip—sometimes a timely Alpha Counter to cut 
their special move/Super Combo short and knock them off you is all that is needed to 
save the match, Please refer to the game-specific sections for each installment oft 
Alpha series for more details regarding Alpha Counters in each game. 


‘Thnews / Hels 


All characters have techniques in which they grab their opponent and throw them 
across the screen or hold them and hit them over and over again. Throws in Alpha, 
Alpha 2, and Alpha 2 Gold are performed by holding « or -» and hitting MP, HP, MK, 
or HK. Most characters have one throw with Punches, and a different one that uses 
Kicks—often one is a move that tosses the opponent across the screen, and the other 
is a hold. In Alpha 3 throws are performed by holding a direction and hitting any 
two Punches or Kicks—again, most characters have both a Punch and a Kick throw. 
In Alpha 3, all characters also have an aerial throw or two, executed in the same 
way, In previous Alpha games some, but not all, characters have airthrows too—the 
execution remains the same as grounded throws for these games. 





























The only requirement for a throw to be successful is that your opponent must not be 
in Blockstun or Hitstun (reeling from a successful attack). There is also a very brief 
period after rising from a knockdown “waking up", or leaving Block/Hitstun where 
one cannot be thrown, but this window is extremely small (a fraction of a second). 


Throw Stigma 


Since the dawn of Street Fighter in the early 1990s, throws have been very important. 
In the Street Fighter 2 series throws are very easy to perform, have huge ranges, 
cand do incredible damage—as much as 1/3 an entire life bar for a round. Because 
of this, throws retained a stigma in many arcades and for many players for a long 
time, Throwing wos unfair, “cheap,” lacking in skill. To be foir, in the Street Fighter 
2 series it is much harder to counter or reverse throws than it is to actually do them, 
but part of the fun of playing these games is overcoming obstacles and improving. 


With the introduction of Tech Throwing in later versions of Street Fighter 2, and the 
greatly diminished damage and range of throws in general with the Alpha series and 
beyond, this stigma is no longer valid, if it ever was to begin with. Throws are as 
necessary and important as every other system in the game, and should be a port 
of everyone's arsenal. Every character can do them—every character can counter 
them—every character can Tech Throw. Luckily, most players are savvy to throws at 
this point and this stigma is largely gone. 


Why Throw? 


Well, for one, if your opponent still has misgivings about throws, being thrown will 
frustrate and annoy them, and most people do not play well frustrated and annoyed. 
Throws also break the illusion that there is safety in blocking. Many players are very 
lefensive and do not like to take risks—these players are referred fo as “turtles.” 
Ultimately most of your damage will not 

come from throws usually—normal 

combos, Custom Combos, and Super 

Combos usually do far more damage than 

throws, and your best damage options 

are usually what you are hunting for. 

However, against a defensive opponent 

it can be very hard to find openings to 

land your strongest options, Throwing these players as often as possible gets them 
moving around more, and they may take more risks once they become wary of being 
thrown, The irony is that throws usually don’t do much damage in and of themselves 
(about the same as a HP or HK usually). The point of using throws is to get your 
‘opponent fo look for them, so they are not worrying about the real threat you are 
frying fo set up. Using throw tactics can open up opponents and force them to take 
more risks. Anytime you force your opposition to take a risk, or do something they 
don’t want to do, itis in your favor. 














Throw Setups 


The most common setup for throws is what is called a tick—usually a brief move, or 
series of moves, that you interrupt in order to throw. For example, most characters 
have a quick + + LK that does not occupy the attack or the defender for too fong, so 
it's very common for players to “tick” with crouching LK, then walk forward.o.bit and 
throw, You do the move in order to hold an opponent in place and get them blocking, 
expecting a combo attempt, then walk forward and pause long enough for them to 
completely leave Blockstun to throw them. 








A tick setup as old as Street Fighter itself is ticking with + + LK, then whiffing a 
‘sanding LP (standing LP tends to whiff on most characters if they are crouching, which 
Sey should be, since you opened with + + LK), then using a throw. 


‘Dher setups involve jumping at the opponent with an aerial attack, pausing slightly 
‘eon landing (whether they blocked the attack or not), and throwing them. 





# you are completely in control of a match, you can often walk up to an opponent 
from several steps away and throw with no setup at allt 


Throw Reversals 


The flipside of this is that you can be thrown as well, There are many ways to guard 
against this. The most obvious is Tech Throwing, 


Tech Throws 


Tech Throws are performed exacily the same as throwing in each respective 
game, and must be performed almost immediately after you are thrown. In 
Alpha 1 or 2, « or -» + any medium or heavy attack will Tech Throw; in Alpha 
3 this is accomplished by + or » + any two Punch or Kick Buttons. The window 
fo tech a throw is very small, around one-sixth of a second, but if you know how 
fo set throws up, then you know what to look for as well. If you see a tick throw 

* seiup being used on you, get ready to Tech Throw. Many players are 
very good at looking for throws and teching them, so they are 
almost never thrown. 





Successfully Tech Throwing either negates all damage received 
from a throw, or reduces it too very small amount, and leaves 
you on your feet rather than on the ground. 


However, Tech Throws aren't the only way to reverse throw attempts in 
Sireet Fighter Alpha, with its Chain Combo system, your opponent's attempt 
to tick throw may backfire. If you see it coming you can stick out your own + 
+ LK, after their tick attempt, to start a huge combo of your own. In Alpha 2 or 3, if 
they are not careful with tick attempts opponents might eat a huge Custom or Variable 
Combo for their trouble. In ony Street Fighter game, instead of Tech Throwing you 
might opt 1o counter throw/tick throw setups with reversal moves like a Shoryu 
Ken or strong Super Combos. 
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Reversals 


A reversal is a move performed at the first possible opportunity following a state 
in which you cannot act—for example, doing a powerful special move the instant 
your character leaves Blockstun, Hilstun, or wakes up from a knockdown. Reversals 
ore often the only way to escape certain throw setups, pressure patterns, or wakeup 
setups. The timing to perform a reversal is very tight. A few characters in Street 
Fighter Alpha 3 even have special moves that can only be performed as reversals, 


While this is the technical definition of reversals, the term reversal is often used to 
refer to any situation in which you spoil your opponent's plans to maintain control 
cand pressure you. 


Reversing Throw Reversals 


If you expect your opponent to reverse your throw attempt, which they should try 

to do, then you can create situations that look like throw attempts to counter their 

reversal attempt. Most players expect some sort of trickery after blocking just one 

+ +LK—they are ready to Tech Throw or reverse you with a quick move of their own. 

You can attempt to snuff their counter by performing + + LK, letting your character 
stand, then immediately performing + + LK again to go for a strong combo, 
‘or you can simply go for a sweep knockdown. You can also tick, stand, then 
hold back and do nothing. If you have trained your opponent to look for 
your tick throw setups well enough, they might just go sailing into the air 
harmlessly with a counter move like a Shoryu Ken, or they might blow a lot 

of meter on a Super Combo or Custom Combo that is harmlessly blocked. This _ 

will lead to huge damage options for you. 































Most players train themselves to look for cues in the game so that not everything is 
complete reaction—when they see your character stand up; a buzzer goes off in their 
head that says TICK THROW. After you've reversed their attempted throw reversal a 
few times, they won't know what to think, and you can go right back to throwing them 
again—adding more layers to your game plan and mind games. 





Now the fun part. Combos tend to be the most damaging and entertaining option in 
Street Fighter. Here you'll find out why they work and how to do them. A combo is a 
sequence of attacks that toke advantage of Hitstun, the reeling state your enemy goes, 
into after being hit. This is also sometimes called Hitreel. When performed correctly, 
combos are guaranteed and unavoidable after the first hit connects successfully. 


Why Combos Work—Canceling 


In the first few versions of Street Fighter 2, combos were an accident. The developers 
knew that no one can perfectly perform special moves without some error, even if that 
error is so small it can be measured in tenths of a second, so they inserted leniency 
into all actions. For this reason, if you do a projectile motion and hit Punch, even if 
your timing is slightly off the projectile will still come out, instead of a normal Punch. 
However, the window of leniency inserted was long enough that it extended into 
the active frames of certain normal attacks. So, DELIBERATELY delaying special move 
execution allowed the normal attack to hit, but then the special move comes out too. 








For today’s purposes, a cancel is simply interrupting any action with another, so that 
the first action ends prematurely. As a function of leniency, all normal moves are 
cancelable very early in their animation, usually before they can actually produce a 
hit (or have even perceptibly animated). Not all normal moves are cancelable during 
the active portion of their animation—normal moves that can be canceled during 
their active portion tend to be useful. They are often used for safe poking options, or 
to facilitate o character's combos and these are mentioned (when important) in each 
character's section. 











Advanced Combo Concepts—Kara Canceling 





Utilizing the very early cancelable portion of a normal move for canceling is referred 
to as Kara Canceling, While normally useless, in very specific situations Kara Canceling 
canbe used to transfer properties of the initial normal move, such as strange movement 
or quick forward movement, to the following special move or Super Combo. Kara 
Cancels must usually be performed much more quickly than normal cancels, 


Here is one of the easier to perform examples of Kara Canceling. Street Fighter 
Alpha 3's V-ISM Ryu can Kara Cancel the Senpu Kyaku (-» + MK) after a Variable 
Combo is activated. This is done be pressing - + MK, then inputting the command 
for his Tatsumaki Senpu Kyaku very quickly after the Senpu Kyaku command 
(-» +MK, 4+ +HK). If done correctly, the Senpu Kyaku should cut directly into his 
Tatsumaki while he's still airborne, before it ever hits your enemy. 





Although this may come across as completely useless, this exact example is used 
to transition into Ryu’s devastating infinite combo, which is described later in this 
guide. The Kara Cancel also has a direct influence on other techniques as well, like the 
Kattobi Cancel, which is explained in the Street Fighter Alpha 3 opening section. 


Why Combos Work—Hitstun 


All moves, upon connection, cause a state called Hitstun. During Hitstun, the reeling 
character cannot do anything but wait for Hitstun to end—no exceptions. Hitstun 
{in the first few versions of Street Fighter 2) made it possible to intentionally delay 
a special move until a normal attack was fully extended and active. This caused the 
special move to come out at the end of the normal attack and caused both of them 
to hit, making the special move unavoidable. An example of this is Ken's jump-in HP, 
crouching HP.<> $s - + HP combo. The jump-in HP connects, creating a long Hitstun 
(the heavier the attack, the longer the Hitstun). Then, while performing the motion 
for a Hado Ken (while the controller is in the + position) HP can be pressed early to 
create the + + HP which hits and is unavoidable, due to the Hitstun from the jump-in 
tiack. Finally, the special move sequence is completed and the + + HP is cancelled 
because of the intentional leniency. The Hado Ken comes out and connects at the end 
for a very damaging combo. » * 
After a few iterations of Street Fighter 2, Copcom inserted a combo meter into Super 


Street Fighter 2 to track the length of combos. Combos have been in inherent part of 
Street Fighter and almost all fighting games ever since. 























Why Combos Work—Buffering 


Another glance at the combo in the previous section, and you'll see that the description 
states that + + HP is performed in the middle of the Hado Ken motion, as part of the 
motion itself. This is called buffering—inserting the command for one move within 
the command for another. Often this is the only way to perform difficult combos 
or inputs consistently. As an example, in any version of the Alpha series if Ryu 
performs + + MK, then cancels it into his Shinku Hado Ken it will combo for very nice 
damage. However, itis very difficult to simply perform + + MK then attempt to input 
the entire #%-»4%-» + Punch motion in the very small window between when 
+ + MK is pressed and when it contacts and becomes very briefly cancelable. Instead, 
itis possible to insert the # + MK into the motion itself—#m-> 4 + MK sw» + 
Punch produces the some result, and is significantly easier to do. 





Why Combos Work—Negative Edge 


Asa further measure to add leniency to move execution, in almost all Capcom fighting 
games moves can be performed with both button press AND button release. Using 
the function of releasing buttons to complete moves is referred to as Negative Edge 
canceling. Let’s look at the Ken combo from Street Fighter 2 listed above one lost 
fime—all moves in that particular combo use HP. It is possible to perform the entire 
combo successfully with only two button presses—hitting HP once during the jump-in, 
then hitting it again when performing + + HP—only this time, if you choose to hald 
jtond release it when the Hado Ken motion is completed, the game recognizes this as 
snother HP input, and the move comes out successfully. 


Oddly, this feature, added to increase leniency, can sometimes be a BAD thing 
acing difficult combos or complicated inputs. An example will be shown later in this 
section. 


Why Combos are Good—Verification 


She of the best things about nearly all combos is that if, after the first hit or two, 
eee notice the opponent has successfully blocked the beginning of the combo, you 
> [ust stop. This is verification, and it’s very important. As an example, take the 
esic Ryu combo of jump-in HP, crouching MK «> 4% + HP. After the jump-in 
© ond the crouching MK, you have time to realize whether or not the first two hits 
ere connected. If they have, great. Hit (or release) HP to complete the Shoryu Ken 






































motion and end the combo. If the hits were blocked, simply do nothing —soitieg 
majestically into the air with a harmless Shoryu Ken isn’t a great idea when you have 
a hungry opponent waiting for you to do THEIR best combo when you land and are 
unable to block. Most good combos allow you to verify whether they are working 
relatively quickly, so you can stop them shor if they aren't, and avoid leaving yourself 
vulnerable, The best combos even allow room for you to improvise and switch them 
from combo attempts to pressure patterns that don't leave you exposed, but keep you 
in control, Removing situations where you leave yourself exposed for no reason is a 
huge step towards improving as a Street Fighter player. 


Chains 


Alpha 1 introduced the Chain Combo system to Street Fighter—canceling normal 
attacks info stronger normal attacks. This is only a major feature in Alpha 1, where 
every character can use it (there are a few characters in Alpha 2 and Alpha 3 who 
have Chain Combos, but most do not). The sequence of normal attacks a character can 
use to chain is referred to os their Magic Series. The timing for Chain Combos tends to 
be more lenient than for any other type of combo—just hit the next normal attack in 
the sequence for your character, before the current normal attack hus ended. Chains 
can sometimes be ended by canceling to special moves or Super Combos to end the 
combo for big damage, and they are the driving game system in Alpha 1. 


As an example of the significance of 
chains in Alpha 1 as opposed to later 
games in the series, look at Ryu and 
Ken—in Alpha 1 they can both chain 
+ +LK, LK, MK, HK as a combo that is 
very easy to do, does solid damage, and 
knocks down, They cannot do this in any 
other Alpha series game. 




















Links are like Chains because they also involve normal attacks, rather than special 
moves or Super Combos, but they are different because they require waiting for a 
normal attack to completely retract. They are not o cancel at all—your character 
returns completely to a neutral, inactive state and is free to do anything. The timing 
on links is very precise, and links require specialty situations like Counter Hits or 
meaty attacks for a normal attack to retract quickly enough for your character to be 
free to attack, 


S00pts 





Bringing It All Together 


Now that we've gone over all of the systems that allow combos to operate, let's look 
at them all together. In Street Fighter Alpha, Guy has many very damaging combos 
that utilize all of the systems mentioned here. 


UK > DAP EP 
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Upon landing, a crouching LK is performed, 
continuing the combo. 


[me combo is initiated with a jump-in HK, 


JI 


placing the opponent into Histun. 











(Stoning MPs choined int HK. 











After the HK, the instant it completely 
retracts, but before the opponent's Hitstun 
ends, HP is linked. 









HP is cancelled into MK Hayagake: Kage Sukui, completing the combo. Guy’s Bushin 
Flip and Hayagake: Kage Sukui both share + as their command motion—care 
must be taken to not release HP during the cancel, creating a Bushin Drop rather 
than a Hayagake: Kage Sukui. HP can 
either be released very quickly after HP 
is linked (before the Hayagake: Kage 
Sukui motion is completed), or it can be 
held down until after the 4s -> + MK 
motion is completed successfully. 





Juggling / Air Combos 


An advanced combo concept; many expert combos begin on the ground, take the 
opponent into the air briefly, and continue with a few more hits off of the ground 
before they are floored. This is called juggling, and it's important to understand how 
it works, 


For example, select Street Fighter Alpha Ryu and corner your opponent. Perform a 
crouching MK and cancel it into a Level 3 Shinku Tatsumaki Senpu Kyaku. Immediately 
afier you recover from the Super Combo, perform a forward jumping MP. If timed 
correctly, the MP will juggle your opponent for two hits, resulting in a cool looking 
cir combo. 


The juggle systems in the many games featured in this guide vary between each 
game. Refer to each game's individual sections for more information about their air 
combo systems. 

















Jump-ins 


Jump-ins ore exactly what they sound like—jump-in attacks often used to begin 
amaging combos or pressure the opponent. A connected jump-in leaves the opponent 
reeling in Hitstun and allows you to transition to whatever ground-based combo you 
choose. There are generally two types of jump-ins: early (high) and late (deep). Early 
jump-ins leave your character very close to your opponent upon landing, and usually 
in the best position to perform the longest and most damaging combo, but the timing 
can be very difficult to use them effectively. Landing a jump-in attack earlier means 
your character will take longer to land, shortening the amount of Hitstun you have 
‘o take advantage of. Deep jump-ins are the opposite. Landing a jump-in attack very 
{ate in the jump, just before you land, makes landing a follow-up attack upon landing 
very eusy. It tends 1o push your opponent further away, sometimes limiting your 
follow-up options. 





Early jump-ins can be done fo keep pressure on rather than just to begin a combo. 
One might jump in-and attack very early just to get the opponent blocking or to 
counter anti-air attempts, then go for a mix-up or throw upon landing. Likewise, 
deep jump-ins can serve to trick an opponent—done very late, just before landing, 
and the opponent might have already switched to low blocking anticipating a low 
attack, causing the deep jump-in to hit successfully. 


Jump-ins are powerful because they move you into point-blank range quickly, 
usually in strong position fo.unleash your most damaging attack options. They can 
be used fo anticipate and punish ground attacks. However, jumping in over and over 
again tends to be predictable and eosily countered. A seasoned opponent should not 
have much trouble dealing with these attacks if that is all you have to offer: This 
leads us to foot games. 


Tripguard 


‘When jumping, but before performing an action, Street Fighter characters retain what 
is called Tripguord—protection from actions upon landing. If any action is performed 
during a jump, however, such as a jump-in attack, Tripguard is lost, and the jumping 
character is very briefly completely vulnerable upon landing, unable to block. 





Foot Games = 
The goal of most characters is ultimately to get inside and land their most damaging 
combo or throw. However, getting inside on an opponent is often easier said thas 
done. Jumping in over and over, as said, is predictable and often easily dealt with. 
Add to the equation what players refer to affectionately as footsies, or foot games. 
Footsies are usually played at midrange, just outside of the maximum range of most 
grounded normal moves. At this range, the goal is to use strong normal moves (called 
pokes) fo counter your opponent's own poke attempts and bait the opponent into 
jumping or making themselves otherwise vulnerable. 






Typically, the ultimate goal of foot gamesis to score a knockdown, usually by sweeping 
a missed poke attempt, or by. anticipating a punishable grounded move like a 
projectile and jumping over'it, initiating a large combo, Once a knockdown is secured, 
your opponent is floored and closing the distance to point-blank range is done easily 
by walking up to them while they are down. This leads to wakeup games. 
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Karin’s ground game revolves around using her incredible walking speed 
to lure out missed attacks. This is performed by rapidly walking in and out 
of your opponent's maximum atiack distance. This effectively makes your 
| positioning difficult to track, creating the illusion that you're possibly in range 

to be assaulted. A Karin player can exert this illusion as much as needed by 

walking into attack range, then immediately backing away again when an 

attack is anticipated. Once an attack is successfully baited, it will miss directly 
| infront of you. Punish your enemy's outstretched limb with a move, preferably 
Karin’s crouching HK. 


ISIVILNAS4a|DHaTWw 












| What is especially alluring about this tactic is the unpredictable nature of your 
| ion Onc you ‘ve evaded and punished a few attacks, 
raggressi pavements wards the 








Decihng with Badiwere] Movement? 


Because so many characters rely on their walking speed to bait attacks, it's 
important to learn how to effectively deal with backward movement. The 
most effective answer to this problem is walking extremely far into attacking 
distance and performing a low attack with a lot of range. If the attack is fast 
enough, it should catch your opponent standing as they attempt to evade your 
attack by walking backwards. The most effective attacks to use for this tactic 
are sliding attacks, like Guy's or Vega’s crouching HK. 


Toning is a subset of foot games that refers to keeping your opponent in a range that 
is advantageous fo your character and detrimental to theirs. 


For example, just slightly further than the range of a jump is an extremely strong 
position for Ryu. From this range he can throw Hado Kens at his opponent without 
being punished (usually), and if they jump over the projectile they will land directly in 
front of him, where he is free to sweep them as they land, 
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LONG-RANGE —~ _ = 
‘Also sometimes called Full Screen, this indicates a very long distance from your 
opponent. Usually the only threats at this range are projectiles and Dhalsim’s limbs. 


A couple steps back from the edge of poking range, this is where most of the game 
is played. Characters move in and out of foot game range and attempt jump-ins or 
bait jump-in attempts. 
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Gentrelling Space with Nemmell 


Some normal attacks carry enough active attack time and priority to simply 
heat an opposing attack on startup. For example, Rose’s crouching MP in 
Street Fighter Alpha 2 is notorious for having an amazing amount of priority. 
If purposely whiffed directly in front of your opponent, most attempts to attack 
Rose will simply run into her extended fist. Although crouching MP can still be 
punished us it's recoiling, its speedy recovery makes it almost impossible to do 
so on reaction. 


Wakeup Games 


ve 
Using Ricfediies 

Projectiles are often viewed as an atfack option at long-range. They are, in 
fact, far more effective when used as pokes during foo! games. This is largely 
due to the inability to avoid them through ground movement. For example, 
Ryu’s Hado Ken is an extremely dominant poke at mid-range. If positioned just 
outside of your opponent's maximum attack range, a Ryu player can effectively 
throw Hado Kens whenever a ground based attack is anticipated. From this 
distance the Hado Ken is very difficult to jump over on reaction—jump is 
the only effective counter against the projectile outside of Super, Custom, and 
Variable Combos. Instead, opponents have to anticipate the projectile and jump 
in advance, offen whether you've actually thrown a projectile or not. These 
jump attempts, because they're blind, are easily countered with the anti-air 
attack of your choice. 


Standing next to a floored opponent as they rise, or “wake up,” is a huge tactical 
advantage. The floored opponent has very few options while waking up, while the 
standing character has many options to press their offense and score more knockdowns 
to repeat the cycle. When waking up, most characters are reduced to guessing on 
blocking low versus high or trying to perform a reversal move, like a Shoryu Ken 
or Somersault Shell. The standing character in this situation has many options and 
freedom of movement. They can attack high, attack low, throw or start a throw setup, 
go for a cross-up, or if they anticipate a reversal move that will overpower them, they 
can do nothing and block themselves—retaining control when the character waking 
up misses their reversal attempt and becomes completely exposed. 
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Meaties 





4 mentioned earlier, all moves have a brief start-up period before they become 
active. Performing a move in such as way as to essentially skip this period is referred 
‘0s using a meaty attack. The advantage here is that meaty attacks are very hard to 
counter, as there is no start-up period in which they are vulnerable. The most practical 
seplication for meaties is to use them against an opponent as they wake up. Perform 
your attack slightly early so that they get up into its active segment. Meaties are 
extremely difficult to reverse because the timing on a reversal move like a Shoryu 
te must be essentially perfect (down to the frame) in order to win the encounter. 


De other advantage to meaty attacks is the ability to perform link combos that aren't 
sessble under normal circumstances. Each individual attack has a specific window 
se it can actively hit your opponent. Because this active attack period is fairly 
See it's possible to purposely perform an attack so early on wake up that its first 
Sy frames of activity miss, If timed correctly, the attack will hit on a later frame of 





sey reducing the recovery of the attack, For example, despite having advantage 
© 1 Karin normally cannot link a standing MP into a standing MK. However, if 
‘Sees MP is performed early on wake up, hitting your opponent on a later frame 
Se pormol, stonding MP recovers before your enemy leaves Hitstun a little earlier 
‘Sef éoes normally, It's then possible to link standing MK for a 2 hit combo. 








Cross-ups 





While cross-ups can be used anywhere on screen, their most useful application is against 
an opponent waking up. A cross-up attack is a jumping attack that can hit on both sides 
of a character—i.e. if you jump OVER the opponent and perform the cross-up attack 
it will stil hit, but your opponent will have to block from the other side rather than the 
direction you jumped from. A very strong example is Sakura’s jumping MK. 








‘As you can see, being able to use this attack to hit from either side, and being able to 
perform it so that it is ambiguous as to which direction they should actually block, is 
every powerful. Often you can score a knockdown and then an ambiguous cross-up 
upon wakeup, leading to a combo into another knockdown, and so on. 


Cross-ups are also strong because they can be hard to reverse or counter—because 
you change sides midway through the attack, reversal-oriented special moves such as 
Shoryu Ken-style moves become hard to perform consistently versus a cross-up. 


Using the Clock 


While most matches do not end in time-out losses, the threat of the clock is very real. 
With a lead as the time ticks down, it can be in your interest to play very carefully and 
{ry to force your opponent to take more 
risks than usual as they grow desperate, 
Likewise, if your opponent has the lead 
as time drains away, it may become 
necessary to overextend yourself to try 
and catch up in time, 





Mind Games 


Successfully incorporating everything discussed in this section can make you a 
formidable fighter, and leave your opponent guessing what you're going to do 
next, This can throw them off their game plan, leaving them paralyzed or otherwise 
unprepared to deal with whatever you throw at them, giving you even more of an 
advantage. Set up background expectations in your opponent’s mind for what to 
expect next, then change it up and trick them, or keep right on repeating whatever 
they've seen before based on the situation—often it will be the 10" projectile in a 
row that finally hits, after your opponent has seen so many they can’t possibly expect 
you to throw another. Pressing the situation and making your opponent afraid of what 
you might (or might not) do is central to winning in Street Fighter. 





























STREET FIGHTER @LPHA 


Originally released in 1995, Street Fighter Alpha is the first game in the Alpha series, 
{t introduced many features now commonly seen in fighting games, such as Chain Nama Mec 
Combos.and Recovery Rolls. t also marked the introduction of Final Fight and the 
original Street Fighter characters Sodom, Guy, and Rolento into Street Fighter. 


Select your character in Arcade 
mode, then press and hold Start + 
MP + MK as the character selection 
screen ends 





gaee 


‘the character select screen in 
| bad ‘Mode, hold the Start button 
and place the cursor on the Random 
space then input one of 

| ee fe commands within 1 


On both the 1p and 2p side in Arcade 
mode, press and hold Start, then: 








“Ip side: place the cursor on Ryu and input ++, release Start, +4 + LP 





| Op side: place the cursor on Ken ond input 4-4, release Start, +4 + HP 


ie LK, MK, HK, HP, MP LK, LP MP. HP HK, MK 
om HK, MK, LK, LP MP HK, HP MP LP LK, HK 


A the character select screen, hold 
Start button, place the cursor on 
1e wanton select box, and input: 






t the character select screen, hold 
Start button, place the cursor on 
random select hox, and input: 


pside: #44 + LP + HP 





In Street Fighter Alpha, every character except M.Bison can perform Chain Combos. 
As described in the Street Fighter Alpha Essentials section, Chain Combos involve 
canceling normal moves into other normal moves. Because the window for canceling 
Chain Combos is fairly lenient, and because normally there are no motions involved, 
Chain Combos are relatively easy to perform and can be very rewarding. Because of 
Chain Combos an otherwise non-threatening crouching LP or LK can potentially end 
the round in Street Fighter Alpha. 


Chain Combos follow o few guidelines. Firs, you cannot chain from a stronger attack 
into a weaker one—Chain Combos always increase in power as they go on (you can 
normally chain from LP to MP; you can never chain from MP to LP). Second, while 
usually you can chain from equal strength attacks (LP to LK or MP to MK for example) 
this is not always true. Each character has their own pattern for potential chains; this 
is referred to as their Magic Series. Important Chain Combos for each character are 
listed in each character's section. 












= “ >. : 
Chains into a crouching MK. 
MAT 
























Street Fighter Alpha allows the selection of two different modes of play: Manual or 
Automatic Mode, 





In Manual Mode, your character has a Super Meter with three levels of potential 
charge. This meter can be used to perform Super Combos and Alpha Counters. Your 
character has access to all of their normal moves, special moves, and Super Combos, 
cand must block attacks normally by holding « or «. 





Super Combos 


Super Combos in Street Fighter Alpha burn Super Meter relative to their level when 
performed; a Level 1 Super Combo burns one level of Super Meter, a Level 2 Super 
Combo burns two levels, and so on. Super Combos are very damaging in Street Fighter 
Alpha and landing them is the primary goal of most characters. Supers in Manual 
mode are performed through normal commands as described in each character's 
section. The strength of the super depends upon the number of buttons pressed to 
execute it—for a Super Combo which requires Punch buttons, one button will execute 
Level 1, two buttons will execute a Level 2, and all three Punch buttons will execute 
a Level 3. 


Alpha Counters 


Each character in Street Fighter Alpha has 
one Alpha Counter. Alpha Counters allow 
you to cancel Blackstun into an attack 
at the cost of one level of Super Meter. 
Alpha Counters in Street Fighter Alpha 
are performed by blocking, then very 
quickly performing a + + motion and 
pressing either Punch or Kick depending 
on the character, 





Autemeiie Mode 


Automatic Mode is a simplified mode designed to cater to novice players, but it 
actually has useful applications for seasoned veterans also. In Automatic Mode, you 
only have one level of Super Meter—this can be used for either Super Combos or 
Alpha Counters. However, you can only store one at a time, and your Super Combos 
vill never be more potent than Level 1. Additionally, Super Combos can be performed 
by simple commands in addition to normal motions—pressing either LP + LK, 
MP + MK, or HP + HK produces different Level 1 Super Combos depending on the 
character selected, The simplified motions allow for Super Combos to be performed 
in situations which are otherwise impossible. For example, Charlie can walk forward 
and perform a Somersault Justice’ or 
Sonic Blitz on command—in Manual 
Mode this is impossible, as the normal 
motions require a backward charge. 
The same holds true for other charge 
Super Combos such as Chun-Li's Senretsu 
Kyaku and Birdie’s The Birdie. 



















LL 


Se exception to simplified commands availability is during cancels—it is not possible 
© ccxcel from a normal move into a Super Combo using Automatic Mode’s simplified 
See Combo commands. In fact, you cannot cancel into Super Combos in Automatic 
eek at all. 





The main feature of Automatic Mode, however, is Autoguard. Autoguard is exclusive 
‘ Automatic Mode. Autoguard forces your character to block any incoming blockable 
stack provided you are in a neutral state, not busy with another action which would 
sspercede blocking. For example, if you walk forward (holding -, toward the 
seponent) and they stick out a blockable attack, your character will block it even 
ough you are holding -». However, if you walk forward and perform an attack, 
Aetoguard will not block an incoming attack since you cannot block while performing 
attack of your own. Autoguard blocks all attacks that can be blocked at all—this 
seans that even if you could jump or duck under an attack without blocking to make 
© whiff (like ducking under a Tatsumaki Senpu Kyaku), Autoguard forces you to 
Block it. 








Rose in Automatic Mode is ducking 
0 Ryu performs a Tatsumaki Senpu 
Kyaku. 






When playing against the CPU you begin each round with 10 available Autoguards. 
The Autoguard counter is visible just above your character's lifebar at the top of the 
seen. Every time you block, whether manually, or via Autoguard, this counter goos 
down by 1. Every round that you win results in starting the next round with two less 
portunities to Autoguard than the previous round, and every round that you lose 
I's in starting the next round with two more Autoguard chances. For example, if 
you start a game versus the CPU you begin with 10 Autoguard chances. Regardless 
of how many are actually used, if you win the round you begin the next round with 
8 and if you lose you begin the next round with 12. This resets everytime you face 
new opponent. 














Against o human opponent you begin every round with 8 Autoguard chances 
regardless. Automatic Mode and Autoguard are useful for allowing beginning 
players to compete with more experienced fighters, but they are also useful for very 
aggressive, experienced players to use because of the built-in safety potential. A very 
aggressive player con press their advantage, staying inside their opponent's comfort 
zone, secure in the knowledge that anything unexpected will be blocked for them, 
by the game, the only vulnerability periods being throws or counterattacks while 
a move is extended, Automatic Mode can be especially good for strong offensive 
characters who are not overly dependent on their Super Meter, like Ken, Akuma, and 
Guy. Characters who are more passive or rely more on their Super Meter for damage 
do not have as much to gain from picking Automatic Mode, 


New to Street Fighter Alpha, Recovery Rolls (also sometimes referred to as Tech 
Rolling) are executed by performing + x + + Punch just as your character strikes 
the ground from a knockdown that would normally leave them floored and on their 
back. Your character will hit the ground and immediately roll forward about one-third 
the length of the screen and hop to their feet. During o Recovery Roll your character 
is completely vulnerable to attack and cannot attack or block, but once the roll is 
complete you may attack or block immediately. The only attacks in the game you 
cannot Recovery Roll from are Akuma’s Shun Goku Satsu and Tenma Go Zanku Super 
Combos. Additionally, you are unable to Recovery Roll from a knockdown that leaves 
your character dizzied. 





Recovery Rolls are useful for disallowing your opponent from gaining too much 
momentum or pressing their attack. They can offen be used fo thwart cross-up and 
wokeup game attempts after knockdowns, Beware, Recovery Rolls are completely 
vulnerable. If your opponent expects them, they might wait for you to roll and take 
advantage by hitting you while you cannot retaliate, as the roll animates. 

















Recovery Rolls have a few peculiarities. For one, you can Recovery Roll after landing 
from a jump in which you airblocked. For another, in many circumstances Recovery ge “ 
Rolls can allow you to avoid damage in the middle of a combo, or allow you to take IF your character bg continually struck by attacks without abreather they may become 
damage but gt the jump on your opponent, For example, afer being hit by Rose's dizzied, falling backward with stars around their head, completely vulnerable uniil 
Soul Throw or Aura Soul Throw you can (and should). You can use a Recovery Roll i Weors off. You can accelerate the speed that the dizziness wears by mashing all 
and essentially combo her for free before she has completely recovered. You can also possible inputs at once, but being dizzied almost always lasts long enough to lead 
Recovery Roll out ofthe middle of Guy's Level 1 Bushin Gorai Kycku Super Combo and" free damage for your Spponent, In Sheet Fighter Alpha, mmany characters ve! 
void some of the damage—lkewise for Sodom’s Level 3 Meido No Miyage. Finally, sro dizzy vations very quickly through onslaughts of damaging attacks, so 
some players like to pressure with patterns that end witha sweep attack canceled into being conscious of potential dizzies is very important, as is toking advantage of them 
projectiles—Rose with her crouching HK canceled into Soul Spark or Ryu and Ken yourself How dose you creo becoming dizzy (also sometimes called being stunned) 
with their crouching HK canceled into Hado Ken, among others. If you happen to eat 'S determined by a invisible stn gauge. Sret Fighter Alpha Anthology features 
the sweep and get knocked down, but Recovery Roll, you roll behind their character 9 "alning mode which lows yout check tho stun domage hore af attcks. Any 
] while they are (potentially) stil stuck in their projectle’s recovery animation, character taking 40 or mole pains of total stun damage relatively avickly becomes 
dizzy, Each subsequent dizzy within the same round requires 5 more points of stun 


damage, so that the first redizzy will require 45 points of stun damage, and so on. 
If you take stun damage but are not dizzied, your stun damage will deteriorate over 
time. In Street Fighter Alpha some characters have single combos capable of dealing 
over 40 stun damage in one fell swoop, usually doing significant damage and leading 
to a free second combo during the dizzy. This usually means the end of the current 
round, 


Throwing in Street Fighter Alpha is accomplished by holding + or > and pressing 
either MP HP. MK, or HK. Teching throws is accomplished via the same motion. Ken, 
Charlie, and Guy also have air throws. 

Refer to the Street Fighter Alpha Essentials section for a basic description of juggling and 
aerial combos. In Street Fighter Alpha, characters who are reeling in ascending, aerial 
not that bad. This simply means that when a character gets knocked up into a Hitstun 























































Hitstun can be juggled with attacks that have juggle potential. Sound complicated? i's 
in midair, they con be juggled while on the way up, but not on the way down. This 
also requires that the move you use to hit them has juggle potential—not all moves 
do. For example, as Guy, if your Opponent attempts a jump-in combo and you use an 

ee anti-cir against them with crouching MP canceled to Bushin Senpu Kyaku, the Bushin 
} —Senpu Kyaku will juggle them after the crouching MP connects, as they reel upwards 
slightly. However, if you perform a crouching MP then wait and do the Bushin Senpu 


/ Kyaku as your opponent is descending, they are no longer considered to be in a 
hittable state and the Bushin Senpu Kyaku will whiff. 



























> ore examples of the potential of juggling, look to Ryu. If you catch an opponent 
> Sonii-cirstanding LP or MP near the corner, you can immediately jump forward Ken ys, Sodom—Ken can trip Sodom with crouching HK, cancel the HK intoan | 
9H? for an additional two hits, LP Zenpo Tenshin, then juggle with a Shinryu Ken the instant the roll recovers. | 






‘Sse possible with Ryu, after landing a Shinku Tatsumaki Senpu Kyaku that will knock 
seer opponent down into the corner, you can juggle immediately afterward with a 
Speke Hado Ken or a jumping MP. 






Rose vs. Sodom—Rose can Chain Combo into her crouching HK sweep, cancel 
the sweep into a Level | Soul Illusion super, then juggle Sodom with a crouching 
MP—near the corner she can then juggle standing MP, crouching HP, then Level 
] Aura Soul Throw Super Combo for massive damage. 


Sther important examples of taking advantage of juggling will be mentioned in each 
Saracter’s section. 


all 


Seavey rel] RaclRenttifas 


lly inputting the command for a Recovery Roll while in aerial Hitstun places 
‘your character into a special state. In this state you are often immune to juggles that 
ould otherwise cause a lot of damage. For example, if Akuma tries to nail you with 
combo into  Tatsumaki Zonku Kyaku, then attempts the normal Go Shoryu Ken 
" jwagle, if you input the Recovery Roll command after the Tatsumaki Zanku Kyaku, 
the Go Shoryu Ken will whiff. While Recovery Rolling is not always the best option 
jn Street Fighter Alpha because of how vulnerable it can make you, when applied 
in situations like this (and previously mentioned situations, like Recovery Rolling 
after a Rose Soul Throw) it allows you fo turn a bad situation into a round-winning 
‘opportunity. 


jie Sacha Gacaiten 


AAs stated in the Juggling section, characters can only be juggled during the wpward 
arch of their aerial Hitstun. Sodom, very much not to his advantage, is the exception 
to this—he can be juggled ot any point during aerial Hitstun. This grants characters 
many damaging options versus Sodom that do not work on anyone else. 
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Sodom vs. Sodom—Sodom can crouching HK slide to trip another Sodom, then juggle 
with a Level 1 Meido No Miyage—every hit connects. 
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With strong special moves that cover a lot of screen area, good pokes, a cross-up, and a terrific Super Combo that can be 
landed off of verifiable hits, Adon can'deal.a lot of damage very quickly. He is antaggressive character that thrives off of 
getting in his opponent's face and making/them deabwith his mixups. Your goal with Adon-is:to continually pressure your 


opponent and find ways to land his Jaguar Varied Assault. 





Jutting Kick: 














x + MK 
Jaguar Kick [+42 + Kick 
[Drgua ir Tooth [sx tee + kick 
{ Rising Jaguar [ena + kick 





Spares 


dee tee + Kick 


Jaguar Revolver 
Jaguar Varied Assault 





gu beer + Punch 





Jaguar Thousand 


Jaguar Assassin 


How to Accomplish Adon’s Objective 


Mosh Punch during Level 3 Jaguar Varied Assault 
Mash Kick during Level 3 Jaguar Varied Assault 














Option 1: Jaguar rushdown 





Adon's Jaguar Kick in Street Fighter Alpha is very strong. No version of Jaguar 
Kick leaves you at a disadvantage. In almost all circumstances you actually have 
advantage after Jaguar Kicks, whether they are blocked or connect. The LK version is 
very quick, covers a lot of ground, and goes over most low attacks, The MK version 
doesn’t cover quite as much ground, goes over projectiles, and often hits an opponent 
inthe face. If the MK version hits some crouching opponents, like Ryu, Ken, Akuma, 
or Chun-Li, you can link crouching LK «> HK for a knockdown. The HK version covers 
ca wide vertical arc and can be decent for baiting the opponent. The Jaguar Kick can 
be canceled into from a few very useful pokes, like crouching and standing MK. You 
con also utilize the Jaguar Kick in your chains and pressure sequences. Use LK Jaguar 
Kicks to get inside for free, then either throw or attempt to Chain Combo. 









Inside. 











From Mid-range, Use LK Jaguar Kicks to Get 














After the Jaguar Kick, step forward and 
perform o crouching LP. Here you can aso 
just step forward and throw, providing a 
mix-up. As they become used to the Jaguar 
Kick rushdown you should occasionally do 
immediate crouching LK <> HK to knock 
them down and make them cautious about 
trying to retaliate to Jaguar Kick follow-ups. 
If your opponent loves reversals, you should 
‘occasionally just block after Jaguar Kicks 
(cemember, you always have advantage), 
so that if they perform a reversal move you 


Alpha Counter, 





on just block and punish them, or block and 

















The crouching LP hts link crouching LK > 
MK <> level 1~3 Jaguar Varied Assault for 
huge damage. You canals link crouching 
LPe> MPc> Jaguar Varied Assault. The 
crouching LK > MK chain has more range 
ond must be blacked low, but also presents 
more opportunity for error by accidentally 
getting crouching LK &> Jutting Kick ( + 
MK). The crouching LP <> MP chain has less 
ange and can be blocked high, but presents 
less chance for error. 





The crouching LP is blacked—you can 

sill link crouching LK => MK (or crouching 
LPe> MP), but instead of canceling to the 
Jaguar Varied Assaul, cancel into another 
LK Jaguar Kick, and start the sequence 
‘again, The crouching LK > MK chain has 0 
disadvantage here too—if they block and 
you try to cancel to Jaguar Kick and repeat 
the sequence, canceling from crouching 
MK makes it far more likely that youl 

get the Jaguar Revolver Super Combo on 
accident instead of a Jaguor Kick becoase 
of the motion involved and Negative 

Fdge Conceling. Choosing between using 
crouching LP > MP or crouching Lk => Mit 
«a your main Adon chain is wp to you 
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It useful to learn to open Adan’s Chain 
Combos with crouching LP linked into the 
actual chains—while this is difficult and 
will toke practice to do consistently, it allows 
even more time for you to see whether 

your opponent is blocking or not to decide 
whether to end the Chain Combo with a 
Joguor Varied Assault or a Jaguar Kick, and 
it pushes you back slightly further than NOT 
opening with a crouching LP link firs-—if 
you simply porformed crouching LPe=> MP° 
= LK Jaguar Kick, you may fly OVER your 
‘opponent, not contacting them at all and 
Feaving yourself vulnerable. If you perform 
crouching LP link crouching LP» MPe> LK 
Joguar Kick, you never will 











Dotion 2: Fish for attacks to counter 





When your approach calls for more caution, you can attempt to bait out whiffed 
‘peves to punish, After they've seen you use the LK Jaguar Kick rushdown patterns 
few times they will probably start trying to use moves like Shoryu Ken to nail your 
Seguar Kicks out of the air. Most Jaguar Kick setups begin from mid-range, just 
seside foot game range. From here you can use HK Jaguar Kicks that whiff— 
Sey may react with their strong reversal moves, which will also whiff, and you can 
sen punish them before they recover. Hit them hard with crouching LP <> MP => 
Jeguar Varied Assault, Occasional Jaguar Tooths are good as well when trying to 
soke them guess—during this move Adon bounces off the far wall and dives at his 
spponent. HK Jaguar Tooth heads directly for the opponent, LK pulls up short, and 
MK is somewhere in between. Just like Jaguar Kicks, you retain advantage whether 
these moves hit or are blocked, so don’t be shy about using them to pressure the 
epponent, then start using LK Jaguar Tooths just to whiff and bait out countermoves, 
Against Adon it is very hard to react to whether a Jaguar Tooth is actually aimed at 
you oF not, so opponents will have a hard time dealing with your baiting tactics if you 
semain unpredictable, Mid-range is also a good place for you to poke—standing and 
seouching HK are both very long and can be good to keep your opponents honest at 
Se edge of foot game range. From this range, while attempting to bait out errors, if 
eur opponent throws a projectile you can tag them on reaction with MK Jaguar Kick 
= the Jaguar Revolver Super Combo, which passes through projectiles. Additionally, 
+ Jaguar Revolver misses if performed up close, but performed from mid-range it 
© completely safe if blocked (unless they Alpha Counter), so it can be useful to guess 























et on occasion from mid-range. 





Offiencive Notes 


Serping HP and HK are aimed slightly upward, often making them unsuitable for 
ating jump-in combos (many characters can just crouch under the jump-ins). 
‘stead, use jumping MK, which also serves as a cross-up. In addition to standing and 
seeching HK, standing and crouching MK are strong pokes that can be canceled into 
‘epear Kicks to immediately change foot games into rushdown. 








Defkmeive Netes 


Because of the awkward nature of the Rising Jaguar motion, it can be hard to use 
this move on reaction consistently as anti-air. Luckily, Adon’s Jutting Kick can serve 
as your primary anti-air with far less chance of execution error. You can also anti-air 
with standing MP <> HK Rising Jaguar to juggle. Jump straight up HK can also be 
‘on effective anti-oir due to the angle and range of the attack. Adon’s Alpha Counter, 
performed with « «+ + Kick, is a version of the Rising Jaguar that hits once and 
knocks down, It has deceptive horizontal range—while it won't be nailing people 
half the screen away, it can be surprisingly effective against close pokes and foot 
games. 





On top of all this, jumping MK is a strong cross-up os well. Jumping MK hits on both 
sides and cannot be ducked under. After landing it, the normal follow-ups apply—if 
the MK connects, simply combo to Jaguar 
Varied Assault on landing. If blocked, it’s 
eusy to transition back to the Jaguar Kick 
rushdown. After making the opponent 
block a point-blank crouching LP <> MP 
or crouching LK <> MK chain you are 
in perfect range to jump forward and 
attempt a cross-up. 


Sapo Ui Mlles 


IFLK Jaguar Kick connects from mid-range on some crouching opponents, itis possible | 
to link a crouching LK the instant you recover. The timing for this is extremely. hard, 
but if a Jaguar Kick connects: anyway 
it’s worth attempting. After linking the 
crouching LK you can chain to either 
crouching HK for a knockdown, or 
crouching MK ©> Jaguar Varied Assault 
for what is likely a stylish finish, 





Command Sequence 


Jump-in HK, crouching LP link crouching LP <> MP <> Level 1~3 Jaguar Varied Assault 
Jump-in cross-up MK, crouching LK <> HK Rising Jaguar 
Jump-in HK, crouching MP link crouching LK => HK 


Jump-in cross-up MK, crouching MP link crouching LK <> MK <> Level 1~3 Jaguar Varied 
Assault 































Tomoe Nage 


The Raging Demon is in full force as a selectable secret boss in Street Fighter Alpha. Hardly less powerful than his previous 
appearance in Super Street Fighter®lI: Turbo, he towers over much of the cast, with a dizzying array of offensive options. 
His Zanku Hado Ken, an aerial projectile, proyides much of his strength. You objective with Akuma is to control the enemy's © 
position and push them into the corner, attacking them safely using Zanku Hado Kens as your foundation. 








Grad Gikdis 


Nome 
Zugai Hasatsu 
Senpu Kyaku 


Command 
> + MP 
> +MK 









++ MK at the apex of o forward jump 
$x + Punch 








Zonku Hodo Ken 
Shakunetsu Hado Ken. 









45> + Punch while airborne 
eee + Punch 








Go Shoryu Ken 


4+ Punch 








Hyakki Shu 


Taisumoki Zonku Kyaky | #¢* + Kick 








tama + Punch 





Hyakki Go Zan 
Hyakki (Go Sho 
Hyakki Go Sen 


Hyakki Go Sai 





do nothing during Hyokki Shu 
Punch during Hyokki Shu 
Kick during Hyakki Shu 


+ of > + Punch while close to opponent on ground during 
Hyakki Shu 


















Hyakki Go Tsui 





+ or > + Punch while close to airborne opponent during 
Hyakki Shu. 





Zonpo Tenshin 
Ashura Senku 








tiem + Punch 
> +s ore $4 + all three Punches or Kicks 








Sparcaniaa 

















Name | Command 

Messatsu Go Hado pubee pute + Punch 
Messatsu Go Shoryu [ex x 4 Punch 

Tenma Go Zonku [¢s-> 4x + Punch while airborne 
Shun Goku Satsu LP 











How to Accomplish Akuma’s Objective 


Option 1: The wall: Zanku Hado Ken pressure ; 





One of the most important considerations for Akuma is how useful the Zanku Hado 
Ken is. Its certainly useful in Street Fighter Alpha. The angle is such that many — 
characters just cannot deal with it, and the release is quick enough so you can actually — 
use it as a very aggressive and almost completely safe jump-in. From max distance — 
if you jump straight up and throw LP Zanku Hado Kens, the opponent must deal 
with them somehow, whether by blocking, jumping over them, canceling them with — 
projectiles of their own, or using an invincible move of some sort to blow through — 
them. Inch toward your opponent, jump straight up, and throw LP Zanku Hado Kens — 
to force them to inch backward or try to counter. If they begin jumping toward you, 
‘attempting to hit you over the LP Zanku Hado Kens, switch to throwing HP Zanku 
Hado Kens to snipe them out of the air. You can also simply woit for forward jumps — 
cs they get nervous in anticipation of more aerial projectiles, then anti-air them with 

‘Akuma’s Go Shoryu Ken. If they simply block your descending LP Zanku Hado Kens, 
immediately jump forward and do HP Zanku Hado Ken to safely move your position 

forward and back them up. Within jump-in range, use Zanku Hado Kens mixed with 

jump-in HK, cross-up MK, and Tenma Kujin Kyaku to vary jump-in timing and find ’ 
more openings. : 


BPP eaeweweets See HMSaHWKHeBaKBeae ease 2a 










Option 2: Ryu redefined 





You can also play essentially the same as Ryu, and attempt to control the mid-range. 
Your game here is even more potent than Ryu’s. Throw HP Go Hado Kens from just 
outside foot game range. Occasionally jump straight up and throw Zanku Hado'Kens 
to assert complete control. Use the Senpu Kyaku (+ + MK) in foot game range to 
go over their low pokes and hit them and move yourself close, or counter their limbs 
with crouching HK or crouching MK «> HP Go Hado Ken, From mid-range, you can 
the Hyakki Shu to fly over their projectiles on reaction and hit them with the Hyakki 
Go Sho, or you can use Hyakki Go Zan and Hyakki Go Sen to hit them quickly and 
keep them on their toes. r 
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Behiikiky Akuma’s Alpha Counter resembles his crouching HK sweep and is good for interrupting 








Chain Combos and ground pokes. The Ashura Senkuu teleport is completely 
‘GGkacivo Nels 


invulnerable and can be used to easily escape corners and traps, and even works 
Pore n't all about zoning with projectiles. Once the opponent knows they are as a reversal with excellent timing, allowing you to escape basically any unpleasant 
‘Seeshy contained and grows apprehensive to act, you can transition to rushdown situation easily. 
>) =. Alternate between sticking out crouching LK at close range and the Zugai 
‘See [> + MP an overhead hand chop like Ryu’s, but faster). This forces them 
96 250/50 guessing game, This is especially strong after every jump-in Zanku Hado 
> & there is almost nothing they can do to stop it because the Zanku Hado Ken 
Se you on the way in and holds them in Blockstun while you decide which option 
© = Lugai Hasatsu even chains off of crouching LK, for even more deception, If 
seeing LK connects, chain to standing LK <> HP Go Hado Ken or LK Tatsumaki 
See Kyaku. After o successful LK Tatsumaki Zanku Kyaku, you can juggle with 
© & Shoryu Ken, or up to two more LK Tatsumaki Zanky Kyakus then a Messatsu 
S Dery! Combos into Tatsumaki Zanku Kyakus will whiff on characters hit while 
Seting, 50 be ready to cancel into Go Hado Kens, or simply chain crouching LK > Pom with fire 1 
> MK > HK > Zenpo Tenshin for a knockdown instead. Akuma is unlike Ken in | 
Se bis roll is not quite as good and the distance is not controllable, but it’s still ine to 
= Ser a chain to crouching HK, as you recover from the roll just as they wake up. 
Soe here you can crouching LK to repeat the process, or stick out a Zugai Hasatsu 
= moke them block high, or whiff LK Tatsumaki Zanku Kyaku just as they get up, 
Se throw them or crouching LK. You also have two fiendish cross-ups available in 
emeing MK and the Tenma Kujin Kyaku (+ + MK at the apex of a jump). The Tenma 














No character in Street Fighter Alpha can juggle or combo like Akuma can, 






























Spe Kyaku can be used a number of ways. IF you hit extremely deep, it will cross-up. (Jump sight up neor the Jump forward and throw Land and do crouching 
# you hit extremely early such that you are aiming Akuma’s feet at their toes it can a and throw i ome 4p rae Hodo fe 45 you if Depending on mi 
S followed up with a Chain Combo, and you can even intentionally whiff it right in \LYade Ker as you descend. Sesion. seventeen nee 









Soot of them, then stick out a crouching LK, throw them, or go high with the Zugai 
Sssaisv. Jumping MK is identical to Ryu’s, and can easily be used a cross-up following 
sacked crouching LK or two. 











Chain crouching MK => LK 
Tatsomaki Zanku Kyaku. 





Juggle with two more LK Juggle with a Level 1 
Tatsumaki Zonku Kyakus. ‘Messatsu Go Shoryu for one 
ost hit. 





While there is little point, there is a lot you can do to juggle with Akuma that isn’t 
entirely practical. Try juggling with aerial Tatsumaki Zankku Kyakus or Tenma Go 
Zonkus performed instantly off the ground, through the use of what's'referred to 
as the Tiger Knee motion—used occasionally as the actual motion for a few specific 
moves like Adon's Rising Jaguar, a Tiger Knee motion usually involves combining a 
move's motion with the command for a jump - + 4 + HK to perform a forward- 
arcing aerial Tatsumaki Zanku Kyaku just off the ground. ' 


Command Sequence ? 


Befieneive Ctoss.up MK, crouching MP lnk crouching LK => HK => HK Tatsumald Zanku Kyoku 


6 r s wi ‘ori Near corner, jump straight up LP Zanku Hado Ken while descending, immediate jump j 
So Shoryu Ken serves the some purpose as Ken’ and Ryu’, wth ava gant piary coed HP crouching LK > crouching HK => LK Talsumaki Zankw Kyaku, HP Go 
for Akuma, LP Go Shoryu Ken can be good to guess with on occasion to nail their 


Shoryu Ken | 
Simbs and make them hesistant to stick out pokes. HP Hado Ken at close range is fast Jumpin Tenma Kojin Kyokuoimed at heir oes, coudhing LK => HK => Hike Lenpo 
enough fo beat many attacks and score a knockdown. Any of Akuma’s Go Hado Kens | Tenshin | 
vp close will knock the opponent down, unlike Ryu who can only knockdown up close 


with HP Hado Ken. 



































Birdie: s\Objective) 


With few options to get inside safely or consistently, Birdie is at a disadvantage from the start, having to work very hard 
to get at his rivals. However, there are still tricks up Birdie’s sleeve that you can use if you do get close, and they mostly 
involve landing his Murderer Chain—a move that, successfully landed mid-screen, throws your opponent all the way across 
the playing field. That said, your objective is to push your opponent into the corner, so that each time you land a Murderer 
Chain you do not putyourself info a huge uphill battle just to get in again. 


Option 2: Jump over an attack 





Get to the edge of foot game range or 
dloser ond leap forward. From here, 
coming down with HP HK, or the + + HP 
Body Slam are all strong options. You 
can also come down with an early LP or a 
late LK asa sort of jump-in tick. HK and 
the Body Slam have the added bonus of 
being cross-ups. 





[= or + MP HP wile cose ( 


or» + HK or HK while dose 





Birdie’s Bull Horn is a litle bit different than his Bull Head. Bull Horn is performed by 
holding any two Punches or Kicks for one second, then releasing. Birdie turns briefly 
then proceeds into a Bull Head animation. While Bull Heads are quicker to start 
Bull Horn Hold two Punches or Kicks, then release and the HP version floors the opponent, Bull Horns are briefly invincible at startup, 
Bull Head Charge + two seconds, then > + Punch and can be used to go through attacks and projectiles with good timing. Bull Horns 
Murderer Chain Eee aera increase in power the longer you hold the buttons, reaching their max power after 16 
seconds of charging. Additionally, you can charge more than one Bull Horn at a time, 


&parGanbas using overlapping buttons. Of course, those buttons cannot be used for anything else 


while they are being used to charge Bull Horns. For example, if you hold all three 
































just one at a time for the first with Punches and the first with Kicks. It can be a 
r decent practice if you are agile enough to hold down two Punches or two Kicks right 
Option 1: Use the Bull Horn from the start—once the clock passes 86 you have a potential 30% damage briefly 


How to Accomplish Birdie’s Objective 








Name | Command = Punch buttons down, then release just LP, it will activate a Bull Horn—but you are 
Bull Relenis $x x + Punch o Kick still holding MP and HP down, and thus have one Bull Horn lef. So, while not very 
[theBirdio | Charge = twosconds, then + + Punch practical, you can charge four Bull Horns at a time, using all six buttons—teleasing 


To get inside, you might have to take some risks and out-guess your opponent. Move invulnerable move to counter or guess with. Using LP + MP or LK + MK makes the 
within foot game range and use standing HP crouching MK, and crouching HK to poke most sense for this, as standing, crouching, and jumping HP and HK, along with HP 


4t your opponent, and swing at their limbs with crouching HP. Any moment when you Bull Head and the ability to perform a Murderer Chain, are all central to playing 
care not specifically moving Birdie forward, hold + or x to build charge for Bull Birdie. Using LP + MP or LK + MK produces shorter-range Bull Horn than if you 
Heads and The Birdie. Randomly use HP Bull Heads to perhaps nail pokes or jumps, Use HP or HK. 

throwing them into the corner. If the Bull Head is blocked, it offen leaves you just 
at the edge of range for a Murderer Chain. Use The Birdie to punish badly whiffed 
moves or blacked moves that leave them at a severe disadvantage. 








Befensive Netes 


Gal this “Option 3: Let them come to you.” Just sit on and wait for your opponent 
© grow impatient and try to impose their offense. Keep them out with crouching 
*X and punish jump-ins with crouching or standing HP both work very well. If they 
v2 foolish enough to throw a projectile at you, punish them on reaction with Bull, 
Revengers. Any button press can activate the Bull Revenger—performing this Super 
Combo with Punch makes you hop only a short distance forward (about the length 
# foot game range), while activating with Kick rockets you across the screen. While 
‘eying close range foot games, use Bull Horns to go through their pokes and hit them. 
* hey let you block any deep attack, including jump-ins, come out of Blockstun with a 
Wurderer Chain to nail them as they recover. Be wary—opponents may expect you 
‘edo this and could occasionally use moves that recovery quickly to get you to try this 
se they can jump away or reverse your attempts. Birdie’s Alpha Counter is a version 
ef his Bull Head, and not as good to use as a Bull Horn. The upshot is that his Alpha 
Counter knocks down, so if you absolutely need a knockdown feel free, but note that 
5 Alpha Counter is slower than most and can often be blocked or countered. 





The Fine Art of Grappling 
So, you've managed to close the distance between Birdie and his opponent, now what? 


From older models like Zangief and T.Hawk to newer versions like R.Mika and Birdie, 
sapplers come in all shapes and sizes, but the tricks remain mostly the same. 

















Jump in or cross-up with Body Slam, setting 
up a dose-range situation, Most grappler 
characters have a move like this, with a 
large, ambiguous hit range and lots of follow 
yp possbltis, 
















(Yu land and have o numberof opin. 
You can simply hesitate briefly allowing 
your opponent to leave Blockstun, then use 
Murderer Chain, Or, you can hold them 
briefly on the ground with a tick that usually 
leads into something else, like crouching MP 
(which you can chain into crouching HP then 
once to Bul Heod or The Birdie), geting 
them to hopefully think about the OTHER 
option, then use Murderer Chain after the 
tick. All grapplers can do this, essentially. 

In order for this to work, make sure you 
sometimes actually do land the non-tick 
throw option, like finishing the chain to Bull 
Head with Birdie, Jigoku Scrape combos with 
Sodom, or combos into Banishing Flat with 
V-lsm Zangief. 
















However, sometimes your opponent will 
be wise to these ticks, and will immediately 
jump away as soon os possible. IF you 
expect this kind of evasive action, you can 


ssot up the tick as usual, then pause very 
briefly and LP Bull Head or crouching HP to 
‘knock them out of the jump. 

















A more aggressive opponent might simply 
choose to perform a reversal move like 

a Shouryuu Ken right when they leave 
Blockstun from your ticks, which will of 
course hit you if you try to use Murderer 
Chain, Against more aggressive opponents, 
just block after ticks on occasion or perform 
Bull Horns, which have a built-in delay and 
can potentially counter their counter attempt. 
They did nothing? At worst you have a reset 
situation but at least it's at close-range. At 
best, they've whiffed their reversal attempt, 
‘and now you get to do your grappler’s best 
option, for free! 





Of course, there are other ways fo set 

‘up Murderer Chain attempts besides just 
jumping in with Body Slam. Jump ot them 
occasionally with early LP or late LK to create 
«a much smaller Blckstun so thee forced 
to react more quickly. To keep things edoy, 
‘occasionally jump in with no attack at all 
(these are affectionately called empty jumps) 
‘ond Murderer Chain as soon as you hil the 
‘ground—opponents always expecting to 
hove to block something will eat a lot of 
‘these. Whiff LP Bull Heads at short range and. 
‘Murderer Chain when they expected to have 
to block, and are just standing there in front 
of you holding back. Useful for al grappling 
characters, and indeed a useful strategy on 


‘occasion for any character to use fo keep the 
‘opponent guessing. 


Command Sequence 
Body Slam, croue 











Jump-in cross: 





(Occasionally do something completely 
different. If you get them completely 
focused on the guessing game between 
eoting crouching MP<> HP<> Bull Head 
or eating a Murderer Chain instead, often 
you can land from a jump-in tick and do HK 
slightly out of point-blank range to overhead 
them while they wait for something else, 
Birdie's standing HK hits once on the way up, 
the swings down in a small overhead. The 
damage is not as high as the other options, 
but its still damage and makes them even 
‘more doubtful as to what your actions will 
be. Often landing the smallest threats 
frequently is what will cause opponents to 
‘open up and ollow you to land your largest 





ig MP > standing HP 


threats. 





Standing LK «> crouching MP <> standing HP 
Jump-in cross-up HK, standing LK > crouching MP <> HK 





Standing LK <> crouching HK 








Jump-in HK, crouching MP => crouching HP <> MP Bull Head or Level 1~3 The Birdie 
Crouching MP <> crouching HP ¢> HP Bull Head | 

















Gib cljaciia 





Command 

















Sobat tor + MK 

Step Kick + or> +HK 

Spin Back Knuckle + ore +HP 

Sonic Boom Charge + two seconds, then -» + Punch 
Somersault Shell Charge + two seconds then + + Kick 


Spare 


Name | Command 
< Charge + two seconds, then -»+ > + Punch (tap Punch for 
SonicBreuk more Sonic Booms). 





Crossfire Blitz 
Somersaul Justice 





| Charge + two seconds, then + » + Kick 
Charge x two seconds, then xs # + Kick 














With moves similar to his predecessor Guile, Charlie can cover the air and the ground very well. Not quite as defensive as 
Guile, nor as aggressive as he becomes in later Alpha series games, Charlie toes the line somewhere in-between in Street 
Fighter Alpha. Your goal with Charlie is to control the mid-range, forcing jumps that you can easily shoot down. 





How to Accomplish Charlie’s Objective 
Option-1: Establish Charlie’s mid-range offense 





Charlie's Sonic Boom comes out very quickly and has little recovery—it’s quick 
enough so that some characters that jump over Sonic Booms on reaction won't be 
able to hit Charlie for free. This allows you to use Charlie's Sonic Boom very liberally. 
Coupled with his Step Kick (+ or >» + HK... is preferred as it allows you to retain 
‘charge while moving forward with the attack) and Spin Back Knuckle. This tactic 
allows you to essentially shut down the area directly in front of Charlie and force 
‘an opponent to think about jumping at you. In between these moves, poke with 
crouching MK and MP, somewhat to control space, but also to store a « charge as 
often as possible, so that when they finally do jump, you are ready to shoot them 
down with a late HK Somersault Shell. 


Option 2: Use Sonic Booms as shields 





Occasionally you may want to take the fight to your challenger a little bit more, and 
in this circumstance you can get in almost for free. Simply throw LP SonicBooms 
‘and walk behind them. While walking forward you won't have a charge ready for 
Somersault Shells, but if your opponent jumps you can easily use standing MP or 
crouching HP to knock them out of the sky and back to the ground, where they might 
even be forced to eat or block a Sonic Boom if they jumped over one to get at you. If 
they block the Sonic Boom, you have a prime opportunity to either attempt a jump-in 
or to walk all the way up, pause briefly, and throw them or Chain Combo. If the Sonic 
Boom connects, you can sometimes follow it up depending on positioning and timing, 
whether with a linked Spin Back Knuckle, sweep, or perhaps even a jump-in combo if 
you've caught up to the Sonic Boom. 
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Bicencccecey 


) ' Oficmaive Niefes 


When Charlie's Sobat (-»+MK) is an overhead, it’s also bad—even if it hits the 
opponent, Charlie is at a disadvantage and vulnerable if they're quick. Use it only 
from max range or after throwing a Sonic Boom. Despite the weaknesses of his 
command overhead, Charlie has strong overheads in the form of his jump-ins—both 
jump-in HP and HK are great attacks, and both can lead to damaging combos on the 
ground like crouching LP <> LP <> MP <> HK Somersault Shell. Charlie’s Crossfire 
Blitz and Somersault Justice Super Combos are both very strong and good in combos 
or used as reversals. Somersault Justice takes practice to use and execute consistently. 
\n particular, the Somersault Justice does huge damage in combos or as a reversal 
or anti-air. At any level, the Somersault Justice Super Combo will travel through 
projectiles. Meanwhile, the Crossfire Blitz is safe if blocked, so feel free to sel up 
situations like tick throws and then guess on level 1 Crossfire Blitz Super Combos— 
the payoff can sometimes be worth it. Jumping MK is a cross-up, although it can be 
ifficult to aim properly—if it connects, combos into Somersault Shell become very 
easy, as the cross-up leaves you very close to your opponent. 








* Garlie’s Alpha Counter (+ + + Punch) is a version of the Spin Back Knuckle—while 


Scent, ithas the same drawbacks as regular Spin Back Knuckle, namely that i's slow to 
Sari and may miss low attacks. You may stil find use for this against projectiles, as the 
ssege is the same as the normal Spin Back Knuckle—quite big. Otherwise, Somersault 
Sells take care of most of your defensive needs. LK Somersault Shell can even be 
ceful in a sort of psychic capacity, used when you think an opponent might stick out 
sp attack, Somersault Shell can also be an effective anti-air move against cross-ups, as 
50s no forward or backward directional requirement—while motion-oriented moves 
‘Se Shoryu Kens are difficult to perform against the cross-up because they require an 
entation change in their motions, Somersault Shells and other moves like it perform 
= fine. Crouching LP <> LP <> HK is a nice Chain Combo that can be inserted to 
‘Perrupt opponent pressure patterns and turn the tables by flooring them. If crouching 
Fs blocked simply step forward and throw. 





(idvanced|Tactics) 
Using Ghenge Motion Supers in Gomlbas 


While charge motion characters are the minority, learning to use them effectively is 
still a worthwhile proposition, 

















Lond and perform a crouching LP while 
immediately holding « to begin building 















Perform the motion x. In the middle 
of the motion, after that last crouching LP 
hit LK to produce crouching LK, which chains. 
At the end of the motion, hit 1~3 Punch 
bbutlons, producing a level 1~3 Crossfire 
Blitz which combos. You have essentially 
‘buffered in crouching LK to perform the last 
normal ht needed to hold them long enough 
Jo generate sufficient charge to allow the 
Super Combo to be performed successfully. 





Corner only, jump-in late HP, crouching LP => LP > MP <> MP 
Knuckle 


Jump-in HP crouching LP > LK <> MP-<> HK 




















Gmilneiatia 


Although she has very strong pokes, extremely fast walking speed, strong Super Combos, and the foundations of some very 
strong moves, Chun-Li's lack of knockdown potential along with her low damage options keep her from being one of the 
strongest competitors. Churi still offers a strong offensive array. Your goal with Chun-ti is to get in your opponent's face 
and push them into the corner, where you gain a few useful juggles and even stronger pressure. 


































































Ryusei Raku + or > +MPor HP while close in midair 
| Command 
ss ‘Jump toward a screen edge and hold the opposite direction 
Senin while airborne 
Kaku Kyaku Roku |= +HK 
Yoso Kyaku [5 = MK while aithorne 
Hyokuretsu Kyaku Mash Kick: 
Kiko Ken Charge + swo seconds, then > + Punch 
Sen‘en Shu pxtiee + Kick 
Tensho Kyaku Charge + two seconds, then # + Kick 
Name | Command 
Kiko Sho tum tus + Punch 
Senretsu Kyaku | charge + two seconds, then ++ +> + Kick 
Hazan Tensho Kyaku Charge two seconds, then se x + Kick 





How to Accomplish Chun-Li’s Objective 


Option 1: Foot games 
Chun-Li's incredible walking speed coupled with her standing LP LK, and crouching 
MK allows you to walk toward many characters with near impunity. Push forwar 
at midrange and stick out lots of standing LKs and crouching MKs to counter an 
opponent’s poke attempts and keep them defensive. Both attacks can be cancelec 
into the Sen‘en Shu for a quick overhead and more pressure. At close range, switch 
to standing LP, which is very fast, will interrupt most of your opponent's actions, an 
chains into itself. IF LP starts hitting, you can chain standing LP <> LP <> crouching 
LK > MK e> HP Kiko Ken for decent damage that pushes them back. You can also 
cancel the crouching MK at the end into HK Sen’en Shu for a quick low-high mix-up. 








Standing LP «> LP => crouching HK is nice too and scores a knockdown if close enough. 
While walking forward poking quickly with standing LP you can often stop and throw 
them with no resistance. You should attempt to throw with Chun-Li often—her 
footspeed and high priority pokes give you more than enough opportunities. You 
need a strong ground-based poking game because you have no means of knocking 
your opponent down from mid-range to score point-blank range for free. You must 
wear them down with lots of pokes to get close and push them back. 


Option 2: Jumping over an attack 





Instead of rushing in on the ground, hover at midrange, pecking away at an 
opponent's limbs with crouching MK. If you have a charge from holding back, do 
crouching MK &> HP Kiko Ken. A trick many players use to poke from the edge 
of foot game range is to hold the charge for a special move in advance, then when 
crouching MK is performed as a poke, complete the Kiko Ken motion and hit HP even 
though the opponent is out of range. If they move forward or stick a imb out and the 
crouching MK hits, the HP Kiko Ken cancels, and if not, nothing happens, as normal 
moves can only cancel if they actually connect, blocked or not. This is applicable to 
many situations with many characters. Try to get them into a back-and-forth poking 
or projectile war with crouching MK, standing LP, and Kiko Kens, then anticipate one 
of their attacks or projectiles and jump over it. Come down on them with late jumping 
HP. crouching LK & HK to score good damage and a knockdown. If you have Super 
Meter available, land and do standing LP «> LP «> LK > Level 1~3 Senretsu Kyaku, 
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Offensive Nefies 


He Sen‘en Shu is completely invincible briefly at the start and must be blocked high. 
Wile this move truly comes into its own in Street Fighter Alpha 2, itis still useful here, 
ether to pass through projectiles on reaction or to create a low-high mixup when 
sseceled into from crouching MK. The button strength used determines the distance 
om flip, with HK being the longest distance, and thus the most useful for passing 
rough attacks or keeping up pressure off of pokes. The Kaku Kyaku Raku (« + 
9) can also be used up-close to force them to block high It can often be difficult to 
senish even though you're left at a disadvantage, as you can land in odd positions 
® on an unexpected side, Jumping LK and MK both work as cross-ups, but can be 
‘clatively difficult to aim because of Chun-Li's lofty jump—your opponent usually 
ss time to simply move forward to avoid the attacks, Jumping LK is interesting 
nce it is active for the entire jump, thus very useful for jump-in ticks and pixie-like 
smacks. The Yo So Kyaku (+ + MK while airborne) can be useful to bounce off their 
bead to switch sides or escape a corner, but potential usefulness is limited since it can 
‘blocked low, so it cannot be used as an instant overhead knockdown if performed 
point-blank. 














. Defensive Nates 


The Tensho Kyaku is not as useful as it might be for anti-air if it wos a motion move 
rather than a charge. However, it is still great against expected jump-ins, as a 
reversal on wake-up, or after blocking moves point-blank. For the majority of the 
me when you will not have a charge ready, standing HK works just fine as anti-air, 
you anticipate a jump you can also jump with them and air throw or HK. The Kiko 
Sho Super Combo works well as anti-air too if you feel like burning meter. Chun-Li's 
Adha Counter (+ # + + Kick) resembles crouching MK and floors the opponent. This 
‘essentially the only way you can knock your opponent down from outside the point- 
Sank range of your crouching HK sweep. Finally, while being defensive-minded and 
storing a backward charge, if you block a move that ends with the opponent at a 
Ssadvantage (like most sweeps) or if they whiff a move and your reactions are good, 
Senretsu Kyaku blows them away. 










Wihet Preface? 


Chun-Li Sen’en Shu and Senretsu Kyaku can both be used to circumvent projectiles 
and hit the opponent. 








Without a charge—you block Ryu’s 
crouching MK ond sense « Hodo Ken coming 
to keep on the pressure, 


Perform HK Sen’en Shu and you will nail 
Ryu os his Hado Ken sails harmlessly away. 





With a charge—you block Ryu’s crouching The Senvetsu Kyaku passes through the 
MK, and this time you're even more ready. fies Ken and Senretsu Kyaku blows Ryu 


.. a successful Senreisu Kyaku or Kaku Kyaku Raku, the opponent is briefly in a 
juggle state. If you are very fast, you can score a lot of exira damage. After a Kaku 
Kyaku Roku mid-screen, you can immediately juggle with HK Tensho Kyaku if the Kaku 
Kyaku Raku hit very deep. In the corner, you can also juggle after a Kaku Kyaku 
Raku with a Kiko Sho. Mid-screen, after a successful Senretsu Kyaku Super Combo, you 
can immediately juggle with a Tensho Kyaku ora Hazan Tensho Kyaku Super Combo. 
The timing on either juggle is hard mid-screen, and usually requires that the Senretsu 
Kyaku connected at point-blank range (using a Level 2 Senreisu Kyaku makes juggling 
ofterward much easier, as it advances slightly more than a Level 1). In the corner it's 
much more lenient, thanks to the corner keeping them close, Both Tensho Kyaku and 
Hazan Tensho Kyaku juggle easily after a Senrestu Kyaku in the corner. The corner also 
allows a Kiko Sho Super Combo to juggle 
right after a Senretsu Kyaku, just like with 
the Kaku Kyoku Roku, Finally, while i's 
difficult and not usually feasible, if you 
land a Kiko Sho in the corner you can 
juggle immediately after with a Tensho 
Kyaku or Hazan Tensho Kyaku too! 


Command Sequence 


Jumpin coss-up MK, standing LP => standing LP <> crouching LK &> crouching MK «> HP | |) 
Kiko Ken or HK Sen’en Shu 


Standing LP <> crouching HK 


Corner only—Jump-in HP, standing LP <> standing LP <> standing LP <> standing LK => Level 
‘2 Senretsu Kyaku, juggle with Level | Hazan Tensho Kyaku or Kiko Sho or Tensho Kyaku 
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Pop Clifaciiva 
Master of the Saikyo-ryu style of fighting, Dan is a force to be feared in Street Fighter Alpha! OK, not really, but this self- 
taught powerhouse still has a few things going for him. Because of his lack of defensive options, reliable combos, and 


useful special moves, your aim with Dan is to lean on what you DO have and rush your opponent, not letting them take the 
offensive, all the while building meter to land Super Combos. 


poke with crouching MK and HK, Mix in throws whenever possible—without low- 
hitting chains or an overhead, you need to do whatever you can with Dan to make an 
opponent guess high or low. 








Sahigkis Option 2: Footgames and landing supers 


Name | Command If you want to hang back a bit with Dan, you can stall on the basis of your foot games | 

Gado Ken with normal moves for quite some time, usually io build meter to open up Super | 
{ Koryu Ken Combo options. While Dan’s Shoryu Ken equivalent, the Koryu Ken, has absolutely no 
Danko Kyaka invincibility and is useless in most traditional Shoryu Ken situations, you aren’t hurt too 

badly by it for anti-oir os your crouching HP fulfills that role nicely. Versus a grounded 
opponent, crouching MK and HK both make decent pokes and both can be cancelled 
into Gado Kens. The Gado Ken, Dan’s underachieving Hado Ken knock-off, doesn’t 
travel very far, but is useful for Hado Ken-like applications provided your opponent is 
close enough. Gado Ken should always be performed with HP—the range on LP and 
MP is nearly useless. Occasionally switch up a grounded foot game with LK and HK 
Danku Kyakus, then throw or perform crouching LP if the Danku Kyakus are blocked. 
Eventually you will have meter built, and a number of threatening options open up 
for Dan. Add Shinku Gado Ken to your list of worthwhile foot games, as thé Tange 


















due be + Punch 
issho Burai Ken tee tee + Kick 











Koryu Rekka gue due + Kick 











‘How to Accomplish Dan’s Objective con the Super Combo version of the Gado Ken is actually very decent, and it comes out 
Qption 1: Rush them down, Saikyo-style quickly. Be on the lookout with meter for openings to land crouching L-p—crouching 
LP <> LP <> Level 1~3 Hissho Burai Ken is an excellent combo that is verifiable—if 
fe crouching LPs simply walk up and throw them or cross them up. 























itis relatively easy to get close with Dan—simply jump forward or perform an HK they block t 
Danku Kyaku, which forces them to block and keeps you relatively low to the ground. 
Even if blocked, you are not ato disadvantage, though you may have fo deal with an 
\ immediate throw attempt. When you are jumping in, use HK or HP for their increased 

priority over other jumping attacks, If you get close enough, attempt to cross-up 
with jumping MK. If the cross-up hits, land with crouching LP <> HP => HK Danku 
Xyoku. This does significant damage and places them in the corner. This combo is 
consistent when not performed via cross-up. If you connect with a jump-in from the 
front, you may consider just doing crouching LP <> LP <> crouching HK to insure a 
Seeckdown, which you can then of course follow with another cross-up attempt. Using 
Se crouching LP <> LP combo allows you to verify whether they've blocked or not, 
lowing you to choose between crouching HK for the knockdown, or a walk-up throw, 
‘® repeat cross-up attempt on the fly. In between cross-up and jump-in attempts, 
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Oiieacive Nefies 


‘ees crouching HK sweep knocks your opponent an unusually long distance, which 
that bad since you want them in the corner anyway. Dan's Shinku Gado Ken 
See Combo actually travels a fair distance, and is easily worked into combos by 
‘seeziing into it from crouching MP, MK, or HK. It is also good during foot games, as 
‘= can sometimes anticipate opponent's pokes and react to them with Shinku Gado 
Ses. The Shinku Gado Ken juggles after a close crouching HK, but if slightly further 
‘ery (as is the case with a combo like crouching LP > LP <> HK, which pushes your 
‘sbessary back before the sweep actually hits them) the Shinku Gado Ken will not 
seeally catch up to the arc of your opponent's body, so reserve chains into crouching 
= Shinku Gado Ken for the corners. Dan's Koryu Rekka Super Combo juggles 
‘ery well after a close crouching HK. His Hissho Burai Ken Super Combo has a vacuum 
Pex ond will suck opponents in once it starts hitting to insure that all of the hits 
smnect. Even still, this effect is unreliable, so it’s wise to only employ this Super 
Sombo in chains that keep you close to your opponent, like point-blank crouching LP 
© MK > Level 1~3 Hissho Burai Ken. 






















Dan senses Sagat’ a 
for revenge, He taunts Sagat boldly! 


Dan and Ryu are engaging in foot games, 
Dan steps back for a moment to taunt Ryu. 
Ryu is furious! 










Don stands defiant in Akuma’s face! 


Most characters can choose to taunt once per round by hitting Select. You are 
vulnerable during this period, so use it with caution! Custom Combos and Variable 
Combos harbor an exception—your use of taunts during those actions is not limited. 
Also, Dan has unlimited taunts in every game, even when selected in X-ISM in Alpha 
3. Throughout the series he later develops special taunts and even a Super Combo 


Defensive Neies Taunt! Have fun finding ways to work Taunts into. your matches to frustrate and 


amuse your opponents. 





4s sjated, the Koryu Ken suffers severely in the priority department, and is unreliable 
So counter. However, Dan has an excellent crouching HP to essentially replace if, 
tong with a strong Alpha Counter (Dan's Alpha Counter resembles his sweep ond 
Seocks down, «+ + Kick) and a crouching LK that has the reach of most other 
Paracter’s crouching MKs (though unfortunately it cannot chain to HK). These 
‘eols allow you some opportunity to pry feisty opponents off so you can get back to 
‘posing Dan's threatening offense, 











Command Sequence 
Jump-in cross-up MK, crouching MP link crouching LP => HK 
Jump-in cross-up MK, crouching LP <> HP <> HK Danku Kyaku 


Corner oy jump-in HK, crouching LP => HP <> HK Danku Kyaku, juggle with Level 1~3 
Koryu Rekka 








Provels Your Foe! Thiumplh or 

A characters on the Street Fighter Alpha Anthology save for X-ISM characters in 
Alpha 3 have taunts, or personal actions. You will engage in a brief razzing of your 
epponent, during which you are completely vulnerable, A few taunts actually have 
hitting properties, though the damage and overall usefulness is nil. Outside of trying 
to find the most embarrassing way to defeat your opponent, taunts serve to rile up 
your opponent. 









There's really no putting this gently—Guy in Street Fighter Alpha is an absolute beast. Any clean hit from Guy is potentially a 
touch of death. With more mobility than anyone else in the cast, incredible foot game options, and devastating combos that 


deal direct damage and stun damage in buckets, Guy is one of the best fighters in the game. While it might sound overly 
simple, your goal with Guy is to basically hit your opponent cleanly: Often, opponents may be so wary of that single touch 
of death hit (that you may never actually land), but you can pick them apart with his fierce pokes and throws instead. 





[oor +MPorHPwtiledose 
+ or > +MK or HK while close (mash Punch or Kick) 




















Name | Command 
Jump toward a screen edge and hold the opposite direction 


Sankaku Tobi 











while airborne 
Hifi Otoshi + +MP while airborne 
Kubi Kudaki > +MP 
Kemaitachi x +HK 





Bushin tzuna Otoshi 
Iauna no Hiji Otoshi 


Hayagake: Kyuteishi 
Hayagake: Kage Sukui 
Hayagake: Kubikari 


+%> + Punch, then Punch when close 








+x + Punch, then Punch while for 
oc + LK; then press Kick 


+x +MK, then press Kick 
$+ + HK, thon pross Kick 




















Bushin Senpu Kyaku tice + Kick 
Name | Command 


Bushin Hasso Ken 
Bushin Gorai Kyaku 


toc toe + Punch, then press Punch 
tun tre + Kick 











How to Accomplish Guy’s Objective 
Option 1: All-outaggression 








Guy's long, floaty jump, his Bustin 1zino-Otoshi, and his Hayagake series of special 
moves insure that you can alwys get close when you feel like it. Standing MK and HP 
are extremely good pokés with:huge range that can be canceled into the Izuna no Hiji 
Otoshi or Hayagake: Kyuteishi to get inside in almost total safety. Immediately after 
poking with MK or HP <> Hayagake: Kyuteishi, Guy is at point-blank range at a very 
slight disadvantage. Used in moderation, opponents will not be ready to punish this 


on reaction and you can immediately throw or perform a crouching LK—if they guess 
wrong on blocking or reversing versus Tech Throwing it’s game over. If your opponent 
gets wise to your Hayagake: Kyuteishi attempts, switch it up with Hayagake: Kage 
Sukui here and there fo stop their counters and keep them guessing. Meanwhile, all 
the time you're in close, you can often land many Kubi Kudaki overheads with no 
resistance, as your opponent is worried about crouching LK or throws. 








Option 2: Hit and run 


Guy has a lot more than rocket-propelled attacks. You can easily lean on his mobility 
options to create more openings. Beyond HP and MK poking range, jumping forward 
gives you three options: you can cross-up with MK, land directly on top of them with 
HK, or hit + + MP (the Hiji Otoshi) to pull up short and land back in HP and MK range. 
By mixing these up, you can use the HK and MK jump-ins to make your opponent 
anxious to try and use strong counter-moves to stop your jumps instead of trying to 
guess on blocking the cross-up. Once they're worrying about that, you should start 
pulling up short with Hiji Otoshis, so their counter-moves whiff, offen in a position” 
for you to destroy them for it. Beyond poking range is also an ideal range to punish 
projectile attempts on réaction with Bushin Izuna Otoshi. You can also use Bushin 
Gorai Kyaku when they throw projectiles if you have Super Meter to burn—right 
after activation the Super Combo is briefly invincible and will pass through them. If 


they grow adventurous and advance on you, use Guy's + + HK slide-style sweep to 
make them hesitant. You can also counter their limbs from a surprisingly 
with the Kamaitachi (x + HK). 





long range 

















_ Belemdive Nefes 


Bahsikikgy 


Ofencive Nees 


% you've landed crouching LK, either through a jump-in or a mixup. Now whal? 
er combo options are amazing. Chain to standing MP <> HK, then link standing 
> Hoyagake: Kage Sukui for big damage, a potential dizzy, and a knockdown 
Sem oslick-looking combo. Sometimes the standing HP linked after the chain to HK 
) whiff, usually from long range, or if you are hitting a crouching opponent. If 
‘erre worried about HP whiffing and messing up the combo, simply use standing 
WE > Hoyagake: Kage Sukui after the chain to HK. While you don't really need 
s Super Meter to be horrifying, you can also chain to crouching HP => Bushin 
‘See Kyoku in place of chaining to HK, if you feel a need to burn meter in combos. 
> wary that from certain ranges canceling into the Bushin Gorai Kyaku might whiff, 
‘seta the combo. Even when it hits, they can use Aerial Recovery out in the middle 
= combo. Finally, as a nice corner option you can throw with -» + MK or HK, in 
‘ech Guy grabs his opponent and knees them several times before releasing them, 
Ser the release, you can juggle with either his Bushin Senpu Kyaku or Bushin Hasso 
Se Super Combo. Much like his overhead, this will work as often as the opponent's 
‘en concern is usually avoiding potent Chain Combos, not throws, 





Sey Alpha Counter (# # + + Kick) resembles his crouching MK. Crouching MK is a 
seelul poke that hits twice. The first hit is cancelable and is nice for transitioning to 
Seyagake moves, while the second hit counts as a sweep and knocks down. The Alpha 
Geenter version just hits once and always knocks down, and as you don't usually 
seed Super Meter for Super Combos, it can be very useful to Alpha Counter as often 
= possible. Opponents will be unable to deal with your potent offense, but also 
severless to reverse the momentum 
when every counter-poke attempt gets 
Soho Countered. Guy's Bushin Senpu 
fyoku can also be used as a reversal 
Sneeded. As anti-air you can use 
~souching HP <> HK Bushin Senpu Kyaku 
Sr o nice juggle. 














rewdh of Deatin 


With all the tools mentioned Guy would be a strong character regardless, but he's 
pushed over the top by his capacity to end a round in one hit, no matter how much 
life your opponent has left. While the second part of this sequence usually requires 
that the opponent is cornered, the first part of the sequences likely to put them there 
anyway. 

















The opponent is dizzied. Take advantage by 
starting another jump-in combo with HK. 





Land and perform standing MP => HK, then 
link stonding HP > HK Hayogoke: Kubikar. 








The opponent is re-dizzied! From here, you 
an basically sneeze on them and end the 
round from full life. 





Command Sequence Ma i} 
UP > LPc> MP > HP HK ~ | 
Jump-in HK, crouching LK => standing MP <> HK, link standing HP <> Hayagake: Kage | ad 

Sukvi 

Jump-in cross-up MK, crouching LK => standing MP <> crouching HP <> Bushin Gorai Kyoku | 

Kick Throw near a corner, juggle with Level 1~3 Bushin Hasso Ken 









































IKen's[Objactive) 


Ken’s Zenpo Tenshin roll in Street Fighter Alpha is one of the best special moves in the entire game. Ken can cancel into 
this special from many of his normals, including several of his Heavy attacks. When Ken cancels into his LP Zenpo Tenshin 
after a Heavy attack, he retains advantage and can act before his opponent, whether it is blocked or not. Thus, between 
his Zenpo Tenshin, Chain Combos, and strong cross-up, your objective with Ken jis to get in your opponent's face and push 


them into a corner. 





| Command 


tue + Punch 


{nazuma Kakato Wari 
Hado Ken 
Shoryu Ken. 





> 4x + Punch 








Tak Soph 
‘Zenpo Tenshin $e + Punch 

Name (ae 

Shoryu Reppa $x tem + Punch 








Shinryu Ken $e tee + Kick (mash Punch or Kick) 


How to Accomplish Ken’s Objective 
Option 1: Use the Zenpo Tenshin 





Alpha’s Chain Combo system allows you to do something with Ken you can’t do in 
‘any other game—crouching LK <> LK <> MK <> HK ¢> LP Zenpo Tenshin. Once 
an opponent has blocked the first LK there is nothing they can do to stop this except 
Alpha Counter. You hold them in Blockstun and get a free roll at the end, ending 
up right where you started and with very slight advantage—another crouching LK 
without any fear of reprisal. This allows you to basically just repeat the sequence, Of 
course, if they let the LK hit them, the rest chains and causes a knockdown. In this 
case, you should cancel to HP Zenpo Tenshin instead of the LP version, rolling Ken 
directly next to their body and opening up a number of wakeup options. You have 
many more options besides just this after Ken's crouching LK, but this is the foundation 


of his game, as opening with crouching LK <> LK is enough time to verify whether they 
have blocked or not, allowing you to adjust from there. 





Option 2: Bait jump attempts 





Ken has the Zenpo Tenshin—Ryu has a stronger and faster Hado Ken. This causes the main 
divergence in their playstyles, but Ken can adopt Ryu’s style in a pinch if « more cautious 
approach is needed. Adjust your position to just outside their poke range and throw HP 
Hado Kens at'your opponent. Occasionally whiff LP to bait them into jumping—Ken's 
Shoryu Ken is even better than Ryu’, with more horizontal range. Use LP Shoryu Ken 
05 late anti-oir, or to hit stray limbs if you anticipate them. If they jump and you're not 
ready to Shoryu Ken, simply anti-air them with Ken’s standing MP or MK—these normals 
‘are almost foolproof anti-air. Try not to give up too much ground. Jump straight up over 
their projectiles and don’t move backward, Use Hado Kens and Ken's strong pokes like 


crouching MK and standing LK or HK fo move them slowly backward. Any of these notmals 
are cancelable into Hado Kens to push an opponent back even further. At any time, it’s easy 
to transition back info a roll rushdown simply by stepping inside of their poke range and 
countering their limbs with crouching HK «> Zenpo Tenshin, or by performing any strong 
poke into a Zenpo Tenshin. 











Offeneive Nates 


While chains into the Zenpo Tenshin are Ken's 
meat and potatoes, they are not the only thing 
you can do following crouching LK => LK. 


Perform crouching LK => LK to 
get them ee 





FI 





Crouching LK > LK is Blocked 





ad 


If all that wasn’t enough, Ken also has one of the best jump-in cross-ups in the 
game—jumping MK. It has a huge hit range on either side and opponents cannot 
crouch under it to avoid it like they can 
with some cross-ups, like Ryu’s and 
Rose's. If it connects you can easily 
combo crouching LK => standing LK => 
HP Shoryu Ken for huge damage without 





























more dominant in the corner, 
where the roll insures you 
care never pushed out at all, 
after being blocked. 








Chain the second LK into Hf you are sure they will Stand briefly ta make the meter use, and if it’s blocked you can 
crouching MKe> HK => LP || black he ist couhing LK, |} cowhing LAs ak te tk. | ay or go right buck t ; 
ZenpoTensin to hold them | | you can forego performing | From here, you con ether ORS A TINS REET DESIG SEY 
in Blockstun and end up ust | | another LK and instead chain |_| step forward and throw with crouching LK. 

slightly behind where you the first LK into the Inazuma | | your opponent, or perform 

started. Ken becomes even | | Kokato Wor! overhead nother crouching LX to go 


( + 1MK). From here you 
can link crouching HK to 
floor them if it hits. IF it's 
blocked, perform crouching 
HK &> MP Zonpo Tenshin 
or HP Hado Ken for more 
pressure and contro. 












































right back to the beginning. 
A Ken player isn't often on the defensive, but when necessary, all the pokes listed 


in the Option #2 section are useful to interrupt opponents. Of course, you can also 
just insert your own crouching LK to disrupt your opponent's plans and go right back 
into the roll rush. Level 1 Shinryu Ken Super Combos can also be useful to try and 
catch opponents as they pressure you at close-range. It will catch any limb they stick 
out ond suck them in, and if they block it can be hard to hit you back afterward 
because it pushes them away. lt also 
does significant Chip damage—be sure 
to mash the butions for maximum effect. 
Ken’s Alpha Counter is his HP Shoryu 
Ken. Interestingly, the Alpha Counter 
version doesn’t have the regular flaming 
HP Shoryu Ken's horizontal range or 
multiple hits, so it’s not as useful. 

















The crouching LKs give you time to verify 
whether or not they're actually hitting, 
allowing you to cancel the second LK info a 
Shinryu Ken or Shoryu Reppa Super Combo 
‘on reaction, 


Chain crouching MK => HK => HP Ze 
Tenshin, The HP roll places you directly in 
front of them as they wakeup. 





Looking to wow your audience? If you land crouching or standing HP you have 
good chance to try. Cancel standing or crouching HP into LP Zenpo Tenshin, then 
IMMEDIATELY perform HP Shoryu Ken upon recovery from the roll. Remember Ken's 
slight advantage after a heavy attack canceled into the LP Zenpo Tenshin? This is 
exaclly enough time to link the flaming HP Shoryu Ken after the roll! Your timing 
must be perfec, but the damage is huge. As.a side bonus, even if your timing is off, ~ 
if they stick anything out after the rol o interrupt you, the Shoryu Ken will catch them 
‘anyway! Try using this in combos, like cross-up MK, crouching LK => HP «> LP Tenpo”* 
Tenshin, HP Shoryu Ken. 















Command Sequence 
Point-blank, -+ + MK, link crouching MK «> standing HK 





Your wakeup options are just as strong. 

Once the roll game Floors them, you can 
simply crouching LK on wokeup and repeat 
the whole process, Or, you can LP Zenpo 
Tenshin just as they get up to roll behind 
‘them, and LK from there. If you step slightly 
backward just before the LP Zenpo Tenshin, it 
won't cross over them—but they might still 
exped ito, In this way, you can essentially 
‘perform ambiguous cross-ups on the ground. 
This is especially useful after knocking them 
down with the crouching LK > LK > MK <> 
HK e> HP Zenpo Tenshin string, 

























You can oso simply perform Ken's Inazuma 
Kakato Wari overhead on wakeup at point- 
‘blank range. While this leaves you slightly 
open fo strong wakeup reversals like Super 
Combos, it’ still useful in moderation, If 
the overhead connects at point-blank range, 
you can link crouching MK &> standing HK 
afterwards for nice damage. OF course, you 
can also perform the Inazuma Kakato Wari 
immediately following any Zenpo Tenshin 
tricks—make them guess not only between 
Ieft or right block with Zenpo Tenshin, but 
also between high or low block with the 
threat of crouching LK versus the Inazuma 
Kakato Wari! 


[slightly further, + MK, link crouching HK 
Jumpin cross-up MK, crouching LK ¢> HP ¢> HP Shoryu Ken or Level 1~3 Shoryu Reppa 
Jump-in HK, crouching LK &> LK «> MK <> HK «> HP Zenpo Tenshin 









































iRyu;s [Objective 


An old faithful of Street Fighter, the Japanese warrior is not much different here than in previous Street Fighter titles. He still 
has his powerful, Hado Ken, strong pokes, and infallible anti-air in his trusty Shoryu Ken, Because of all this, your primary 
goal as Ryu is to control mid-range and bait your opponent into jumping or committing errors. 

How to Accomplish Ryu’s Objective 

Option 1: Hado Ken pressure 





Ryu’s HP Hado Ken comes out very quickly and can be used as an effective poke. 
Dance just past the edge of foot game range and throw HP Hado Kens whenever you 
think they will stick outa poke.. At this range an HP Hado Ken is very hard deal with 
or jump over on reaction, and if they block or get hit by one you can immediately 
throw another Hado Ken An HP Hado Ken follow-up will force your opponent to 
immediately deal with another ranged threat, and at this range if they jump forward 
over it you can greet them with a sweep when they land, An LP Hado Ken from 
this range allows you to follow the Hado Ken as it makes its way more slowly to 
them, gradually helping you push them into a corner. During your Hado Ken flurries, 
occasionally stick out whiffed LPs to try and bait out jump-ins, which you can easily 
counter with late HP Shoryu Kens. 























| Command 





Sakotso Wari 
[SenpuKyako 
Hado Ken 

Shoryu Ken [+4 + Punch 


Toisumaki Senpu Kyoku | ¢¢+ + Kick 












[4x + Punch 



















Option 2: Foot games. 





Name | Command While Ryu dominates mid-range, he also has a strong foot game. Its easy to 
Shinkw Hado Ken drop tu + Punch transition from pressuring with Hado Kens to playing foot games with—a jump-in, 
ae Tatsumaki Senpu LK Tatsumaki Senpu Kyaku, or + + MK Senpu Kyaku closes the gap quickly with an 
Wat opponent. From close-range you can poke at your opponent with standing LK ond 
crouching MK, buffering in Hado Kens if the pokes connect to add a projectile for more 
pressure. If they whiff a poke, sweep them with crouching HK and go for cross-up MK 
‘on wakeup. After the cross-up you can combo them if they black incorrectly, or tick 
crouching LK into a throw attempt or Sakotsu Wari overhead (-» + MP). 















tee bee + Kick 








BabSinikgy 


Officadive Nefies 


From ony range (within half a screen) you can Shinku Hado Ken on reaction to thrown 
srojectiles or even whiffed attacks to create an invincible counter-foot game. The Senpu 
Ayaku is very useful for pressure inside—Ryu hops forword a short distance with 
s kick that goes over low attacks. You are at almost no disadvantage if the move 
« blocked, even at point-blank, so you can immediately make your opponent guess 
between looking for crouching LK, a throw attempt, or occasionally an aggressive point- 
Slonk Shoryu Ken to keep them nervous about sticking out normal moves after they've 
Stocked a Senpu Kyaku. On that note, anytime you are pressuring them close-range it 
can be useful to make educated guesses on Shoryu Kens—nailing your opponent with 
shat appear to be psychic Shoryu Kens when they hit buttons, This will only serve to 
smoke them even more wary to stick out moves, provided you are not predictable with 
your attempts. Along the same line of thinking, it can be useful to completely guess 
seth Lovel 1 Shinku Tatsumoki Senpu Kyakus at point-blank range or as reversals. You 
sre completely safe if they block, unless they Alpha Counter. If you connect with 
couching LK in close, you have many options. You can simply chain si Ke 
=> MK <> HK for decent damage and pm 

® knockdown, You can chain crouching 
ik > LK & stonding HP <> HP Hado 
fen or Shinku Hado Ken (use the Level 
J for huge damage). Or, against standing 
seponents, you can chain crouching LK 
= standing LK <> HK Tatsumaki Senpu 
Syoku. 


Baiensive Nefies 


Byu's Shoryu Ken provides an all-purpose reversal answer—at startup it will beat nearly 
ony attack cleanly. Of course, if you miss you are left wide open, so try only to guess on 
Shoryu Kens when you ore certain they will stick out a move for you to hit. His Alpha 
Counter (+ ¢ + + Punch) is his HP Shoryu Ken—it has good vertical range but poor 
Serizontal range and is mosily useful to avoid Chip damage KOs or jump-ins. Crouching 
‘can be useful to throw out when being pressured up close—if your opponent eats it 
vest as they*try to poke or throw, you can chain it into another LK and follow it into the 
combo of your choice. If they are projectile-happy, you can use Tatsumaki Senpu Kyakus 
fe pass over their projectiles, and if you are close enough you might hit them before 
Sey've recovered, Finally, it can be useful to use aerial Tatsumaki Senpu Kyakkus to 
son awoy—perform a motion of #4 % + HK. This combines the motion for the 
‘eecial move with the motion for « backward jump, causing the Tatsumaki Senpu Kyaku 
‘eactivate just as Ryu jumps backward. Ryu's Tatsumaki Senpu Kyaku when performed 
serially makes his jump arc a litle bit more pronounced, so when this is it performed 








deckward in this manner Ryu will fly all the way across the screen, usually to @ more 
cele position. It even hits at the stort, if performed at close-range, This technique 
san also be use 





to perform aerial Tatsumaki Senpu Kyakkus going forward, although 
this is more difficult as tue 2 + HK is 
counter-intuitive to perform and easy to 
mess up us you try to go from + to # 
without touching or +. Itcan be worth 
it to practice this, however, as using this 
technique with a forward arc can greatly 
help in some situations, like getting out of 
corners fast. 














Rye, Gamers, amd You 


Ryu, and pretty much ony character like him that has a projectile, strong pokes, and 
canti-air, grows far more deadly near the corner, Because your opponent can no longer 
back away from you to relieve the pressure, you can suffocate them and force them 
to make guesses and mistakes. 















Corner your opponent with From the edge of sweep Immediately do crouching 
Ryu and floor them. range, you throw an LP HK > HP Hado Ken. They 
Hado Ken so they wakeup care forced to block the entire 


into it. sequence, unless they like 
getting floored again by 


the HK. 





From here, there are many things you can do. Step backward slightly, ust outside their 
poke range, and think about what they will do. Ifyou think they will jump, whiff LP to 
perhaps bait them into jumping, then use a Shoryu Ken to put them right back into the 
corner. If you think they will hesitate, throw an HP Hado Ken, which will nail them if 
they jump late or stick out any attack. Mix this up by occasionally dancing into their 
foot game range and making them block standing LK and crouching HK.s> HP Hado 
Ken. The goal of all of this is that they stay in the corner, having to guess between 
blocking Hado Kens and not getfing nailed by sweeps. Every time you knock them 
back down, the entire sequence resets and you can go back to making them block a 
meaty Hado Ken, followed by whatever you like. Opponents are reduced to guessing 
on reversal moves, jumping, Recovery Rolling, or Alpha Countering fo escape being 
stuck in the corner forever. All of these’ except Alpha Countering have the potential 
to make things even worse for them, and Alpha Countering blows their meter. While 
Alpha Counters are very strong, they are never as strong as Super Combos, so even 
if you do eat Alpha Counters here and there, consider that every Alpha Counter t 
hits you is potentially a Super Combo that didn’t. Keep an eye out for Recovery Rolls, 
which you can easily knock right back into the corner if you're looking for them: 
Also, based on your opponent's habits, you might leave gaps occasionally and just’ » 
block, giving them a chance to let you block a reversal Super Combo or moves like @ 
Somersault Shell or Shoryu Ken—leaving you a huge opportunity for their trouble, 


























Command Sequence 
Jump-in HK, crouching LK <> LK > MK <> Level 1~3 Shinku Hado Ken 





[Jump-in cross-up MK, crouching LK => LK => standing HP <> Level 1~3 Shinku Hado Ken 


Corner only—Jump-in HP, crouching HP => Level 2 Shinku Talsumaki Senpu Kyaku, juggle 
Level 1 Shinku Hado Ken 











A g yp 














ThE Chace 
Driven by a lust for power and fueled by the Psycho Drive, M. Bison shows up as a selectable boss in Street Fighter Alpha 
M. Bison isn’t as strong in Street Fighter Alpha because of his lack of quick and chainable attacks, but the overwhelming 
strength of his Double Knee Press and Psycho Shot help him make up for it. More'reliant than most other characters on his 
special moves, M. Bison must be played thoughtfully. That being said, your objective with M. Bison is to corner the enemy 
granting you a tactical advantage. 






How to Accomplish M. Bison’s Objective 
Option 1: Throw LP Psycho Shot and follow it 











M. Bison’s LP Psycho Shot is « useful, slow-moving projectile that you can use to co 
your entry into close-range. Throw it from fullscreen, then simply hold forward 
move in behind it. Follow the projectile in with standing LK or jump-in HK. If 
opponent jumps over the Psycho Shot, anti-air them with crouching HP. Be wary 
all of M. Bison’s heavy attacks have a slight delay before they actually become active: 
ation is required than with other characters. In addition to walki 
in with ticks or a jump-in, you can follow the Psycho Shot in with his crouching 
slide, which has a nearly fullscreen range. Normally the slide is horribly unsafe 
blocked, but with a Psycho Shot covering you, M. Bison is more free to use this mov 
fo get close. 


















| Command 











Psycho Shot Charge + two seconds, then + + Punch 
Double Knee Press Charge < two seconds, then » + Kick 
Head Press Charge + two seconds, then + + Kick 





Somersoult Skull Diver | Punch after Head Press ; 
[/Somersauli Skull Diver | Charge + iwo seconds, then + + Punch 
[Vega Warp [= 44 or > ¢~ + all three Punches or kicks 




















Option 2: Double Knee Press pressure 





Once inside, you can try to set up Double Knee Presses, mixed up with Head Presses 
(ear and throws. Get close and perform crouching LP or LK, then pause briefly while 
Psycho Gusher Charge + two seconds, then ++ -» + Punch charging #, then perform crouching MK <> Double Knee Press or Head Press. Vary 
between performing Head Presses and Somersault Skull Divers that either hit oF 
pull up short (after a Somersault Skull Diver or Head Press, you can determine the 
direction M. Bison travels with + or +). Use jump-in HK to stay on top of them i 
they try to escape, or simply hesistate and perform HK Double Knee Presses late a: 
they attempt reversal moves or backward jumps. Interrupt any of this occasionally 
by walking up and throwing unexpectedly. 





























Baber 


Offensive Nefies 


© Bison's standing LK is a terrific close-range poke, allowing you to advance with 
eat freedom ond advantage. Walk forward ond use standing LK to tick after 
‘Sollowing LP Psycho Shots, or in any situation, then mix it up by throwing. Standing 
Wiis also a great poke, though lacking in follow-up options. If you continually 
schieve close range without much effort, poke with standing LK and crouching LK, 
‘en hesitate and do crouching MP <> HP Psycho Shot in addition to pressuring with 
Double Knee Presses. Occasionally throw in Head Presses and Somersault Skull Divers 
%e keep your opponent honest. Somersault Skull Diver, if masterfully placed, can 
serve as a very late cross-up hit, or can intentionally whiff, 





Dafiencive Nefies 


‘his Alpha Counter (+ x + + Punch) M. Bison has one of the best counter attacks in 
the game. This quick punch hits nearly anything quickly and sends an opponent flying 
fo the other side of the screen, in prime position for a follow-up Head Press or Double 
Knee Press. Standing HK is a good early anti-air, and is useful as a poke when you think 
your enemy might jump away or towards you. Crouching HP is a good all-purpose 
frontal anti-air. If you're feeling adventurous you can also use Psycho Crusher Super 
Combos as anti-air or as a reversal attack after blocking something that puts your 
epponent at a disadvantage. Anytime you're on the defensive, look for opportunities 
fe stick in crouching MK <> Double Knee Press. This is a very quick reversal of 
fortune for your opponent if it hits, and even if it doesn’t you can try for a throw 
smediately after. The Vega Warp can be useful as well on the defensive—just like 
Akuma’s teleport, this move can escape traps and corners easily, and even works as a 
reversal, The buttons determine the distance traveled—the Vega Warp with Punches 
tends to move you a longer distance 
than the Vega Warp with Kicks—while 
be direction the move is performed in 
Stermines the destination. Somersault 
Skull Divers can also be used as evasive 
éelensive maneuvers. Perform the 
ove, then instead of aiming for your 
spponent, aim as far away as possible. 











(advanced) Tactics) 


Greudifiag MP Gomer Lal 


A big M. Bison weakness is the lack of verifiable hits and combos. In the corner, 
happily, you goin an option or two you don’t normally have. 








Jump-in HK, crouching MK <> HK Double Knee Press 
Jump-in HP crouching MP <> HP Psycho Shot 











Corner only, crouching MP, link crouching LK => Knee Press Nightmare or Psycho Crusher 











Rose;s\ Objective 
First introduced in the Alpha series, Rose is an interesting character with countermeasures specifically builtin to counter 
standard characters like Ryu, Sagat, and Ken. She has the Soul Reflect to'absorb or reflect projectiles, her Soul Spark to 
wage zoning wars, Super Combos, and terrific normal moves. Between all these, and a few advanced tricks, your goal 
with Rose is to slowly push your opponent into the corner, where many of Rose’s tricks become fatal. 


= You can cancel fram a sweep into Soul Sparks for more pressure, or cancel sweeps into 
Super Combos for damaging juggles. 














+ MP or HP while cose ! 
Saies ae Option 2: Zone and bait 


Sathighkiis A more conservative approach, instead of abusing Sliding you can hang slightly back 
outside of foot game range. From here, you can whiff Soul Reflects to build Super 














Name Command Meter. If they throw a projectile as a poke, attempt the Soul Reflect will either absorb 
Sliding xa MK it or reflect it back. Usually absorbing by performing Soul Reflect with LP is the best 
| Soul Spark ede + Punch option—the amount of Super Meter given to you is significant and will quickly make 
bes Throw. $s + Punch your opponent think twice about feeding you projectiles, especially since Rose converts 
Soul Reflect doce + Punch Super Meter into damage better than just about anyone in the game. Every projectile 








you absorb also slightly powers up your Soul Sparks, You can also use Rose's huge 


&parGanbeas sweep to floor opponents from outside their own foot game ranges. Standing HK is 


also a strong poke option that will catch jumps just as they leave the ground if they 

















Name | Command expected to jump over a sweep. Hold your ground, poke at them with crouching and 
Aura Soul Spark tee vee + Punch standing HK along with occasional Soul Sparks and whiffed Soul Reflects, and wait 
= Soul Throw [exo x 4 Punch for your opponent to get frustrated. Counter jump-in attempts with crouchifig HP 
Soul Illusion | ture + Kick When you score knockdowns, cross them up on wakeup with jumping MK and combo 








or throw them. Unfortunately, they can avoid this cross-up simply by crouching, but 
there's no guarantee THEY know that. 





How to Accomplish Rose’s Objective 


Option 1: Slide rushdown 





Rose's Sliding command normal (x MK) leaves you at an advantage if it connects 
from outside of point-blank range, and even if it is blocked at point-blank range 
your disadvantage is so small that it’s almost completely irrelevant. This means you 
con essentially abuse Sliding to poke and annoy as much as you want. Because of 
its low profile and high priority your opponent will be forced to guess on reversal 
moves and Super Combos, or take to the air to try to avoid Sliding traps. The goal of 
Sliding repeatedly is to push your challenger backwards and fo set up mix-ups and 
mind games. Usually right after Sliding you are considerably closer to your opponent 
than hefore, close enough to'step forward and go for a throw, or crouching LK «=> 
Hi to floor them. You can also poke after Sliding—crouching MP has absolutely. Nefies 
ridiculous priority and cleanly beats almost all pokes at close to mid-range. Crouching — Tho goal of pushing them into the corer is fo set up some damaging Super Combo 
HK is Rose's sweep-—it has huge range just like Siding, and con also be canceled. options. Landing a crouching LP near the corner with only one Super Meter is basically 
a touch of death if your execution is solid. If you catch them off-guard with their back 
near the corner, perform crouching LP «> LP <> MP-<> Level 1 Sou! Illusion, immediately 
link Sliding after the screen freeze, link Sliding four more times, then link crouching HK. 








= 


up once you have your opponent cornered—do Sliding, crouching HK <> LP Soul Spark 
cover and over, as a frap of sorts, The escape from the trap is to jump straight up when 
Rose is about to do another Sliding—then they can fall on Rose as she recovers from 
Sliding and combo her. After a repetition or two of Sliding, crouching HK <> LP Soul 
Spark, you should hesitate if you think your opponent will jump. Either do a standing HK 
~  tocatch them, or just wait for the jump and let them land on an Aura Soul Spark Super 
Combo, which is not air blockable. The only negative aspect to pushing your opponent 
into the corner with Rose is that your throw loses its usefulness, As Rose you cannot pick 
~ the direction you throw them, and you will always throw them opposite the direction you 
ere facing, so if you throw a cornered opponent they will end up back at mid-screen. 
However, at midscreen you can still deal huge damage with your Super Meter—if an 
opponent leaves you an opening when you have a full Super Meter, perform crouching 
MMP > Level 1 Soul Illusion and immediately link a Level 2 Aura Soul Spark after the 
10 that does absolutely insone 


Fs combo does huge damage, and more importantly causes a dizzy. If you've landed 
‘his combo they are likely finished already, and it’s a simple matter of a free jump-in 
combo fo complete your opponents loss. You also have many pressure options that open 











screen freeze from the Soul Illusion activation for a com! 
damage and virtually quarantees victory! 


Defeneive Netes 


At first glance the Soul Throw and Aura Soul Throw may seem like terrific anti-cir 
moves, and in later Alpha series games they certainly are (in Street Fighter Alpha 2 
these moves are amazing). In Street Fighter Alpha, however, even after getting hit 
by these attacks your opponent can Recovery Roll and hit you for free as you are 
siill landing from throwing them. This makes these moves very dangerous to rely 
on, especially in a game where leaving one opening at all against certain characters 
usually means you just lost, The solution is to use these moves only against Opponents 
: who are not consistently Recovery Rolling (or who don’t know that you can Recovery 
Roll Rose’s anti-air throws), or to only use these moves when they will KO your 
opponent, Luckily, these moves deal a large amount of damage, so they still have 
their uses. If the opponent has 30% life left or less, all it takes it one stray crouching 
LK poke to connect for you to chain to crouching HK <> Aura Soul Throw (which 
juggles off of the sweep) to end the current round. 

















(fidvanced) Tactics) 
Alpha Counter finite Teudh of Deatfh 


Normally your goal is to corner your opponent. However, what's to be done when the 
opponent corners YOU? The answer, if you have at least two levels of Super Meter, 
is to wait for your opponent to let you block any attack, then destroy their entire 
lifebar. 











Cornered, you Alpha Counter your opponent 
with = + + Punch, Rose’ Alpha Counter 

is.a warp that places her directly behind her 
‘opponent while they are still performing the 
move she just blocked. 






















Cancel rouchng MP into Level 1 Soul 
IMsion and link Sling intonly afer the 
screen freeze. 








some 
Command Sequence 


Jump-in cross-up MK, crouching LP x 2<> MK => HK 

Jump-in HP crouching MP link crouching LP <> HK => Level 3 Aura Soul Throw 
Jump-in HP crouching LP <> LP <> MP.<> Level 1 Soul Illusion, link Sliding x 4, link 
crouching HK 








































While Sagat’s close-range options are not the best, between'his Tiger Shots and Tiger Blow, Sagat has strong tools to 7 
cover any point of entry an opponent might use. He also walks backward much more quickly than he walks forward, and —— 
with his short-range jump, the only way for him to cover ground quickly is to expose himself with Tiger Crushes or to score 
knockdowns. That said, your goal with Sagat is to control the mid-range and bait your opponent into making an error, 
running into your Tiger Shots, or jumping at you when you are ready for it. 


Option 1: Tiger Shot Pressure 





You can throw Sagat’s Tiger Shots both high and low, and can vary their speed greatly. 
From just outside foot game range, throw Tiger Shots at your opponent. Tiger Shots 
with Punch are high and can be crouched under, but are very hard to jump over on 
reaction, Tiger Shots with Kick are low and are easier to jump over. IF you expect that 
your opponent will try to jump in anticipation of a Tiger Shot, throw an HP Tiger Shot 
cand it will often catch them just as they jump and knock them back. After you've 
established in their mind that your goal is to zone them with Tiger Shots, occasionally 
woit and whiff standing LP to get them to jump. Catch them with a late HP Tiger Blow 
for big damage and a knockdown. If they are jumping from further away, let them 
land on Sagat's crouching HK. 


How to Accomplish Sagat’s Objective | 






| Command 












Tiger Shot xo 4 Punch 
Ground Tiger Shot [ox + Kick 
Tiger Blow [$s 4 Punch 








Tiger Grush mee t Kick 


Name | Command 
Tiger Cannon 
Tiger Raid [dee tiem 4+ Kick 
Tiger Genocide due tue + Kick 


Ze. 







toe dem + Punch 





















Offfendive Nefies 


For the most part, Sagat’s pokes do not have the speed or priority to play an effective 
hse-range game against much of the Alpha cast, but after you score a knockdown 
rough a sweep or Tiger Blow its time to press the offense. Sagat’s jump-in LK is an 
ccellent cross-up attack that can hit very early or late. Crowd your challenger on 
‘eckeup and jump-in with LK. You can use this to simply hold them and land and throw, 
‘et if the jump-in LK hits you can also land and perform a crouching LK, link standing 
© => crouching MK «> HK Tiger Shot combo, then go right back to your mid-range 
central. After the crouching LK you can also link standing LP > MP <> crouching HK 
Sa Chain Combo that scores you another knockdown. If you do got involved in foot 
somes, Sagat’s crouching HK sweep has surprising range, as do his standing LK and 
9 Crouching MK <> HK Tiger Shot is also useful to push someone out during foot 
. You can also do a crouching MK «> LP Tiger Shot—this gives them a chance 
‘try and jump or move after blocking/eating the crouching MK, in which case they 
wil be hit by the high Tiger Shot. Crouching HP is a strong poke at close range, and 
= point-blank range you can poke with crouching LK, link standing LP and continue 
‘ the sequence of your choice to push them out or combo them. Tiger Crushes can 
% useful to move Sagat toward an opponent quickly, whether it's to close the distance 
‘Som long-range or to get close to them after you score a knockdown. Tiger Crushes 
== also be used relatively safely as a sort of heavy foot game-range poke provided 
‘Sat you don't do it too often. 
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Befensive Netes 


‘Sean's Tiger Blow alone provides you with a ferocious defense. Every Tiger Blow 
‘seded does big damage and floors the opponent, setting up a possible wakeup game. 
‘Scoins! jump-ins a late HP Tiger Blow is almost always guaranteed. On the ground, 
+ con be worthwhile in poke range to guess on LP Tiger Blows if you think they will 
ck out a move—this will score a knockdown too, and make your opponent very 
said of being aggressive. Sagat’s Alpha Counter, performed with + we + + Punch, is 
‘se 0 variation of his Tiger Blow that hits only once but also scores a knockdown, The 
Serzontal range is poor but the vertical range is huge, so it’s useful point-blank or 
‘2s jump-ins if you absolutely must get your challenger off you, Against projectile- 
‘Sepp opponents, use Tiger Cannons on reaction to close-range projectiles to blow 
Seough their efforts. 









Sagas Gamer Gress-up 


When you have certain characters flush against the corner, you can perform an 
unnatural-looking cross-up using HK that will often confuse your opponent and lead 
to heavy damage. The characters this works on are Chun-Li, Ken, Ryu, Adon, Akuma, 
Dan, and Sodom. If you jump and perform the HK early, Sagat will pop into the 
corner at the last second. If you jump and perform the HK deep, Sagat will land on 
the same side you jumped from. With only a slight variance of timing you can choose 
which side Sagat lands on, and the opponent is essentially reduced to guessing which 
way to block, 








You jump at your cornered opponent and do Sagat lands in the corner. 
can eorly jumping HK. 


Now, the flipside of that option: 





You jump of your cornered opponent and Sagat lands outside of the corner, 
‘perform a jumping HK slightly later. 


After either option, you should perform a crouching LK. If the opponent allowed the 
HK to hit them (whether crossing up or not) the crouching LK will combo, and can be 
linked into a Choin Combo or Super Combo. If the opponent blocked the jumping HK, 
rot only must they basically guess which direction to block because of the HK’s cross- 
up properties, but they must also block low. 









Command Sequence 

Jump-in HK, crouching LK, link standing LP <> MP <> crouching HK 
Jump-in cross-up LK, crouching LK, link standing LP <> crouching MK => HK Tiger Shot 
Jump-in HK, crouching MP <> Tiger Raid 




















SxiimbGljacia 





With a special throw, a throw Super Combo, an unblockable HK, and nearly halfdamage combos that do not involve using 
Super Meter, Sodom is an close range character. Your objective is to close the distance between you and your opponent 


to point-blank range. 





























Move Name | Command 

Jigoku Scrape s+ Punch 

Butsumetsu Buster aude sta + Punch 

Daikyo Burning aude ta + Kick 

Koten Okiagari > % + + Punch when knocked down 

Tengu Walking +64 + Kick when knocked down 
Spareanias 

Move Name Command 

‘Meido no Miyage $x be + Punch 

Tenchu Satsu pubee ntaeudee ta + Punch 











How to Accomplish Sodom’s Objective 
Option 1: Jigoku Scrape and HK slide pressure 





Sodom’s LP and MP Jigoku Scrapes are relatively safe to pressure with from long- 
range and allow you to close the distance quickly, The LP version doesn’t knock down, 
but leaves you at a slight advantage from max range.. The MP version hits high and 
can knock jumping opponents out of the ait—it can be used against jump-ins from 
afar or to catch opponents in anticipation, just as they leave the ground, Beware 
though, as it will whiff against crouching opponents, and is unsafe if blocked. The 
HP version has huge range, knocks down, ond sets up Sodom’s monstrous wakeup 
game. Sodom’s crouching HK slide is very safe and can go under projectiles and score 
a knockdown from midrange. Sodom leans on these tools primarily to achieve close 
range. He can also poke very well with standing HK. HK comes out very quickly, does 
great damage, and recovers just as quickly as it comes out. 


Nefias 
Sodom’s Wake up Game 


Once you have scored a knockdown and gained close-range, you can become an 
absolute monster. Opponents have a number of things to worry about as they rise. 
Sodom’s jumping LK is a strong cross-up, allowing you to pressure at point-blank 
range and force your opponent to guess high or low. If the cross-up connects you can 
land ond perform LK > MK ¢> HK <> HK Daikyo Burning for a nearly half-damage 
combo that can drag your opponent into the corner. Depending on positioning, you 
may want fo end the combo with an HP Jigoku Scrape instead. While this is slightly 
less damaging, it leaves you closer to floored opponent. If the cross-up is blocked you 
con land and try to-set up a throw. If you don’t think your opponent will allow you an 
opening to land combos from cross-up or standing LK, try to trick them into eating @ 
Butsumetsu Buster (or its Super Combo variant, the Tenchu Satsu). While most special 
throws require you to tick into them and wait for Blockstun to end before attempting 
them, Sodom's special throws have the delay essentially built-in due to their lengthy 
start-up time. This allows you to cancel info a Buisumetsu Buster from a crouching LP 
or standing LK, reducing the chance of error in execution and masking your intent. 
If timed correctly the special throw will grab just as your opponent's Blockstun ends. 
When they become savvy to your tick throw attempts into Butsumetsu Buster, you 
con try varying your ticks, such as doing a blocked LK <> MK chain then performing 
a Butsumetsu Buster, or jumping in with a blocked aitack and doing a Butsumetsu 
Buster without a tick at all. 















































Defieneive Nefias 


Sodom’s Alpha Counter resembles his MP Jigoku Scrape, but improves on it by 
adding « knockdown. Turn the tables on pressure strings with Sodom’s Alpha Counter 
nd transition into your wakeup game. Additionally while Meido no Miyage is an 
unreliable Super Combo at best (often the first hit will whiff, even in combos), it 
comes out very quickly ond can be useful for catching players who aren‘t careful as 
they pressure you—using level 1 Meido No Miyages when you think they will attack 
corjump at close-range is relatively safe, with a potentially large payoff. If you score a 
throw you can also juggle with a level 1 Meido no Miyago—the frst hit catches them 
for decent damage, though this is difficult outside of the corner. 


ikngw Welling / Keen Oliagant Thidks 
Every character in Street Fighter Alpha can Recovery Roll forward—while this 
is useful for reversing the momentum after being knocked down, it also leaves 
characters vulnerable. Sodom is the only character in the game who can Recovery 
Roll backward, and he has a move you can only perform while floored to boot. 


Tengu Walking 


When Sodom hits the ground you can 
make him land on his weapons ond 
run forward, potentially hitting your 
opponent ond negating your own 
knockdown. While you are vulnerable 
during this move, you are also considered 
attacking and can beat your opponent, or 
trade with their attack. You also become 
difficult to hit properly. 





Koten Okiagari 


Sodom s the only character capable of Recovery Rolling backward. While normally for 
a large, grappler-style character like Sodom this might seem like a bad thing, you can 
easily close the gap again quickly through 
Jigoku Scrapes and Slides. Coming out 
of a Koten Okiagari immediately with an 
NP or HP Jigoku Scrape can potentially 
score an immediate knockdown on an 
opponent chasing you and lead to quick 
opportunities. 











Ce oe oe 
Uniblodizablls HK 
On top of being your best poke, when performed very meaty, Sodom’s standing HK 
is unblockable. This is because the very end of the active segment of the move is still 
able to hit but no longer counts as being an active move onscreen, hence the defending 
character cannot enter o Blocking animation to intercept it. This oversight has popped 
vp occasionally in other Capcom fighting games. The strongest application for this 
is during wakeup games, where itis easy to insure opponents will rise into the move 
very late in its animation. 


If you score a knockdown, begin your wakeup game opportunities. 











Your opponent rises into the very end of the 
‘move, when it no longer considered an 
onscreen attack, but still has hit capability. 








Cancel into either HK Daikyo Burning or HP 
Jigoku Scrape, scoring another knockdown 
‘and an opportunity to repeat the process. 
Doikyo Burning produces slightly better 
damage, but leaves you further from your 
floored opponent, and near the corner. This 
carries your opponent back into the center of 
the playing field, Ending combos in an HP 
Jigoku Scrape does slightly less damage, but 
leaves you much closer as they get up again, 
cand Keeps them in the corner if that's where 
they were. 


Link standing MK from the successful 
nblockable. 


Learning to incorporate unblockable standing HK into your game makes Sodom. 
much more threatening character and makes you far more frightening when you 
score knockdowns, 


Command Sequence 

Jumpin HK, LK e> MK => Hie> HK Daikyo Burning 
Jump-in cross-up LK, LK <> + + HP <> HP Jigoku Scrape 
Shogun Throw, juggle with Level 1 Meido no Miyage 
[Met HK in HK > HP Jigoku Scope 
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Released later in the same year, Street Fighter Alpha 2 Gold featured mojor and 
minor tweaks to the Street Fighter Alpha 2 engine, and introduced Cammy as a 
playable character, along with several new versions of already playable characters, 
Street Fighter Alpha 2 Gold never saw an arcade release in the USA and, as a 
result, never really caught on with US players. It was available in the US as part 
of the Street Fighter Collection for Playstation®. Important differences between 
Street Fighter Alpha 2 and Street Fighter Alpha 2 Gold are noted in this section. 





ficken Gheradiers 
Play as Original Chun-Li 


Highlight Chun-Li on the character select screen, hold the Start button for 3 seconds, 
then select Chun-Li normally 


Play as Shin Akuma 


light Akuma on the character select screen, hold the Start button for 3 seconds, 
lect Akuma normally 


Play as Evil Ryu 
Highlight Ryu on the character select screen, hold the Start button, input + +++, 
then select Ryu normally 

Play as EX Dhalsim 


Highlight Dhalsim on the character select screen, hold the Start button, input + +> ¢, 
then select Dhalsim normally 








Play as EX Zangief 








Highlight Zangief on the character select screen, hold the Start button, input 
teeee tto+ 4, then select Zongief normally 


fifdklem Modes 

Last Boss Mode 

Select Arcade mode while holding the ®, @, and R1 buttons 
Dramatic Battle Mode 

Select Dramatic Battle mode while holding the ®, &, an R2 buttons 
Select Special Route in Survival Mode 
Select Survival Battle while holding the R1 or R2 button 
Random Battle Mode 

Select Versus mode while holding the @, &, and R2 buttons 


Released in arcades in 1996, Street Fighter Alpha 2 represents the introduction of Custom Combos into Street Fighter, as well as the return of old favorite characters and a 
few neve fighters, ike Sakura and Gen. Street Fighter Alpha 2 enjoyed o healthy tournament life. In tournaments, Street Fighter Alpha 2 is usually set on Turbo Speed 5. 






Sires [ightier Alpha 2 @cld Searcts 
Characters 

Play as EX Ryu 

Hig 
Play as Evil Ryu 

Highlight Ryu ond press the Start button twice before selecting normally 





ight Ryu and press the Start button once before selecting normally 





Play as Original Chun-Li 
Hig 
Play as EX Chun-Li 
Hig! 
Play as EX Ken 
Highlight Ken and press the Start button once before selecting normally 
Play as EX Dhalsim 
Hig 





ight Chun-Li and press the Start button once before selecting normally 





ight Chun-Li and press the Start button twice before selecting normally 








ight Dhalsim and press the Start button once before selecting normally 
Play as EX Zangief 





Highlight Zangief and press the Start button once before selecting normally 
Play as EX Sagat 
Highlight Sagat and press the Start button once before selecting normally 
Play as EX M.Bison 


Hig 

















ight M.Bison and press the Start button once before selecting normally 
Play using Sakura’s Alternate Colors 

Hig 
Play as Shin Akuma 
Hig 
Play as Cammy 

Highlight M.Bison and press the Start button twice before selecting normally 
Hidden Modes 

Last Boss Mode 

Select Arcade mode while holding @, ®, and R1 

Select Special Route in Survival Mode 

Select Survival Battle while holding the RI or R2 button 

Dramatic Battle Mode 

Select Dramatic Battle mode while holding @, &, and R2 

Random Battle Mode 

Select Versus mode while holding @, &, and R2 





ight Sakura and press the Start button five times before selecting normally 





ight Akuma and press the Start button five times before selecting normally 




































Manual/ G@utomatic/ Mode] 


Like its predecessor, Street Fighter Alpha 2 allows you to select either Manual or 
Automatic mode, Just like Street Fighter Alpha, Manual mode provides you with a 
three level Super Meter and requires full commands for all moves. Automatic mode 
provides you with the option to use simplified inputs for Super Combos, and grants 
you Autoguard, at the cost of having a Super Meter with only one level. In Automatic 
Mode, Super Combos can be performed by either LP + LK or MP + MK, and Custom 
Combos are performed normally with HP + HK. Street Fighter Alpha 2's Automatic 
Mode actually trumps the same mode in the first game of the series by allowing an 
INFINITE number of Autoguards per round rather than 8 or 10. However, Super Meter 
is very important in Street Fighter Alpha 2, much more so than in Street Fighter Alpha, 
so unless you are still very much a novice or a very casual player, you should move 
on as quickly s possible to Manual mode and take full advantage of a powerful new 
game system. 
















erin Gants 
Since their introduction in Street Fighter Alpha 2, Custom Combos (usually just 
referred to as Customs) have ended up as the dominant game system in nearly every 
fighting game that they have been present in. Offering potentially huge damage, 
invulnerability periods, and means by which to land them almost unavoidably. Using 
nd combating Custom Combos well is essential to playing Street Fighter Alpha 2. 





Custom Combos require at least one level of Super Meter saved to activate, Custom 
Combos in Street Fighter Alpha 2 are activated by pressing either two Punches and one 
Kick, or two Kicks and one Punch simultaneously. The screen freezes briefly as during 
« Super Combo, and afterward your character rushes forward, unable to jump or 
block, trailing « stream of shadows. Just after activation your characteris completely 
invulnerable for a very brief period of time. The more Super Meter you have stored 
upon activation, the longer the period of invulnerability. During this period you cannot 
be hit at all—with o level 2 or 3 activation it is even possible to walk through active 
projectiles or attacks at the very beginning of a Custom Combo. Your Super Meter will 
begin draining very rapidly as the Custom goes on. The inability to block during a 
Custom is very important—if you are hit, your Custom ends immediately. 


Blowout 


IF you activate a Custom Combo very close fo your opponent while they are notin the 
process of performing any actions, they will be “blown out” upon activation, showing 
a Hitstun animation during your Custom Combo screen freeze. Immediately following 
the screen freeze they are still in this animation, unable to block, allowing you to score 
the first hits of your Custom Combo for free. 
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While a Custom Combo is active, you have greatly enhanced abilities, with a few 
drawbacks. You cannot jump or block during a Custom Combo, and your character will 
‘automatically rush forward while standing. You can halt this quick forward movement 
by crouching, but you are still unable to block. 





During a Custom Combo, nearly all actions are greatly enhanced. Almost all normal 
moves become nearly instant and can be canceled, and nearly all special moves gain 
vastly reduced start-up time and decreased recovery periods. Attacks can be chained 
and canceled together easily, producing huge combos. 
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Ryu and Charlie are playing foot games 
just outside sweep distance. 


The damage special moves do via Chip is not reduced during Customs. Hence, if you 
can put your opponent into a position to safely pummel them with a lot of special 
moves quickly, Chip damage can be a viable option. 


Advanced Custom Combo Concepts 
Unblockable Low Custom Combos 





There is a slight delay (fractions of a second) when transitioning from any state to 
another, such as going from standing to crouching, or jumping to landing. Additionally, 
there is a slight delay when transitioning from any of those states to actually blocking. 
When you hold « or # to block, you do not block instantly. As mentioned before, 
when a Custom Combo is initiated there is a screen freeze effect, like a Super Combo. 
Immediately following this freeze, you have advantage over your opponent when 
you start a Custom. The slight delay from being neutral, to crouching, fo actually 
blocking, and the advantage you have briefly following Custom activation, lead to 
the most devastating trick in Street Fighter Alpha 2—the Unblockable Low Custom 
Combo. The Unblockable Low Custom Combo involves activating Custom within sweep 
range of your opponent, then immediately sweeping after Custom activation and the 
end of the screen freeze. If your opponent is standing during the freeze when you 
begin the Custom, they do not have time to transition to blocking low. The sweep hits 
guaranteed and you can transition to the high damage juggle combo of your choice. 
‘Many characters have options to do 40% or more off of just one Super Meter level and, 
an Unblockable Low Custom Combo sweep. With that kind of guaranteed damage, itis 
easy fo see why Custom Combos almost always eclipse Super Combos for meter-use, 




















Charlie moves into Ryu’ sweep range 
as Ryu acivates Custom, 











































Ryu juggles with HK Tatsumaki Senpu 
Kyoku and HP Shoryu Ken, for big 
damage and a knockdown, 


freeze—Ryu immediately sweeps. 


Countering Customs 





{fitsounds like Custom Combos are almost too good, that’s because they are, However, 
there are still things you can do to avoid them. 





As stated, the reason that the Unblockable Low Custom Combo, and Custom Combos 
in general, are powerful is because they are impossible to react to. By the time the 
Custom has started it’s already too late. This just means you must alter your game 
little when playing foot games within sweep range, since being caught standing at 
any time is potentially the end of the round. Staying very close, within throw range, 
is also unsafe—Custom activation at that range can cause Blowout, preventing you 
from blocking at all. For these reasons, be more conscious of being in a low blocking 
position in advance when you think your opponent may strike, and don't sit around 
woiting forever ot point-blank range, thinking blocking or Tech Throwing will save 
you. Close-range exchanges do not tend to last very long in Street Fighter Alpha 2! 


OUNTER CUSTOM COMBO: 


if your spacing and foot games are strong, dance in and out of the very edge of your 
opponent's sweep range, trying to bait them into a Custom activation when their sweep 
will whiff, When their Unblockable Low Custom Combo attempt whiffs, counter Custom 
them with your own Custom Combo, or strongest Super Combo. Even if you appear blown- 
cut, o you are not already blocking low during screen freeze at Custom activation, try 
using a counter Custom Combo or going for a strong Reversal move like an MP Shoryu 
Ken anyway. If your opponent's execution is even a litle of, i's sometimes enough to 
give you a chance to turn the tables with a Custom of your own. 





IDO IT BETTER 


Custom Combos are important, whether each ployer likes it or not, and they are 
often inevitable—no one blocks low 100% of the time within sweep range, or always 
guesses correctly on not being neutral at point-blank range. Everyone gets hit by 
Custom Combos, so it's often a case of use it or lose to it! Play foot games with 
them to bait out long normal moves and activate Custom Combos to counter their 
attacks, Block cautiously at close-range. 
Capitalize on any situation where your 
opponent leaves themselves at an action 
disadvantage with instant Unblockable 
Low Custom Combos of your own. 
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ALPHA COUNTERS 


Another option is to Alpha Counter. If your challenger messes up their Custom Combo 
at some point and allows you to start blocking, or if they attempt a Chip damage 
Custom, perform a + 1 + + Punch or Kick and your character will perform an Alpha 
Counter, This causes your character to cancel Blockstun with an attack and freezes 
the screen briefly. This is usually enough time for your move to connect, unless you 
Alpha Counter against a move that recovers very quickly or is invulnerable, Alpha 
Counters often cause a knockdown, and some are very damaging (like Ken's Kick 
Alpha Counter). Rose's Punch Alpha Counter does no damage on its own, but can lead 
to big damage. Unlike Street Fighter Alpha, in which each character had only a single” ~ 
Alpha Counter, in Street Fighter Alpha 2 each character has two—one with Punch 
and one with Kick, 








~ Alpha Counters are nat just good for Countering Custom Combos—they are also great Barr 
for countering any attack. Against characters like Ryu, Rose, Chun-Li, and others 
who can cancel a normal move into a special projectile for pressure, you can block 
and Alpha Counter the projectile for free damage and a knockdown. With very good 
reactions, you can block low attacks while playing foo! games and Alpha Counter 
them, making them afraid to poke on the ground (this is harder to do than Alpha 
Countering high attacks because you must go from sto « s+ very quickly, which is 
much harder to do on reaction than simply transitioning from + blocking to + « +), 
You can Alpha Counter to escape from Chip damage kills from multi-hit moves and 
Super Combos (not always with success, but a chance at escape is better than not 
{rying). You can set up a tick to create the impression you will attempt a throw, 
then block and Alpha Counter their throw counter, There are many uses for Alpha 
Counters and using them well, combined with a strong Custom Combo game, will 
make opponents completely terrified of attacking you on the ground at all, This can 
force opponents fo resort to being overly cautious or taking rsks that they otherwise 
wouldn't. Either way leads to more control for you. 





Use quick moves like most crouching LKs to bait out Alpha Counters that are often 
blockable. Create the illusion that you are going for a pressure string like crouching 
MK <> Hado Ken, but instead just do the 
crouching MK, wait briefly, then sweep 
or poke again. Often this will hit, even 
though there wasn’t a projectile or special 
to block, they rolled the controller from 
+ + anyway in anticipation, 
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While Custom Combos are a strong 
counter to throws, throws end up being 
a strong counter to Alpha Counters—if 
your opponent is looking to block your 
move, they are in position to be thrown. 
Often their preoccupation with Alpha 
Countering can allow you to walk right 
up and throw them. 





If Alpha Counters also sound good in Street Fighter Alpha 2, it's because they are! 


However, just like Custom Combos, there are measures you can take to guard yourself 
Sane if you face an opponent who likes to Alpha Counter. 
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srcle is complete—a player relying too much on Alpha Counters at close range is 
‘sere vulnerable to Custom Combo Blowout and Unblockable Low Custom Combos. 


pHa COUNTER REVERSA 
‘eos mentioned in this section that there is a brief screen freeze when an Alpha 
Soenter is used. Often a cancelable normal will be Alpha Countered, causing a brief 
s2 during which the player would perform a command to cancel into a special 
cor Super Combo, This causes the cancel to fail and the move to not come out. 
rif the motion for the move is performed very slowly, it won't come out at all 
+ 5222's no Alpha Counter—performed too slowly for normal cancellation, the move 
‘Ses only registers if the Alpha Counter freeze is present. So, (against Alpha Counter- 
happy opponents) you might stick out 
pokes that can be canceled at close 
range, then perform powerful Reversal 
moves or Super Combo motions, so all 
your opponent ends up with for Alpha 
Countering is one less Super Meter and 
some damage for their trouble. 
















ve to their dominant nature, Alpha Counters in Street Fighter Alpha’ Gold 
1 1.5 levels of Super Meter rather than just one. Some strong Alpha 
enters also have damage reduced in the Gold version. 








As in Street Fighter Alpha, characters can Recovery Roll when they are floored from 
most knockdowns. Perform « s + + Punch when you strike the ground. The strength 
of the button press determines the length of the roll—HP will move you a great 
deal, as in Street Fighter Alpha, MP will move you just slightly, and LP will cause you 
to flip to your feet without moving. There is rarely a reason nof to attempt an LP 
Recovery Roll on essentially every knockdown, unless you want a brief breather or 
your opponent is nearby and you suspect they are waiting for it. Usually knockdowns 
either throw you too far away for LP Recovery Roll to be punished consistently, or 
your opponent is trying fo set up something like a cross-up and the LP Recovery Roll 
just gets you up faster. As in Street Fighter Alpha, Recovery Rolls are vulnerable and 
punishable if they are expected. Finally, just like Street Fighter Alpha, it is possible to 
Recovery Roll after Airblocking. You cannot Recovery Roll after being hit with a Super 
Combo or Alpha Counter, but you can Recovery Roll after most other knockdowns 
including Custom Combos. 














Resovany Rell Pealeniifies 


Just as they do in Street Fighter Alpha, Recovery Rolls in Alpha 2 slightly alter your 
state in cerial Hitstun, so that many attacks that would have juggled before, now 
miss. Recovery Rolls are very powerful in Alpha 2, especially with LP—it is rarely to 
your advantage NOT to Recovery Roll. They can often save you from situations where 
you could be juggled or unreasonably pressured. Only avoid them if your opponent 
is sure that you will Recovery Roll and is waiting to retaliate. Bear in mind that while 
Recovery Rolls can potentially save you from many normal juggles, they will not save 
you from being juggled during a Custom Combo. 


Recovery, Rollsjin) Street) Fighter, 
Alpha 2\Gold 


Street Fighter Alpha 2 Gold removes the’ ability to’ Recovery Roll following a 
Custom Combo. 





A flurry of attacks relatively close together may leave your character dizzied and at 
a huge disadvantage. While dizzy, you cannot do anything but mash the buttons in 
hopes of ending the dizzy prematurely. Every move in the game does a set amount 
of stun damage. The Street Fighter Alpha Anthology’s training mode can provide the 
amounts for each move, if you are curious. Each character has a certain amount of 
stun damage they can withstand before they become dizzied. If a character takes a 
lot of stun damage but is not dizzied, the amount of stun damage taken decreases 
over time, Important moves that deal a large amount of stun damage are pointed out 
in each character's section. 




















Akuma 
Shin Akuma 32 | 
Everyone Else 40 


Everytime a character is dizzied during the course of a round, the amount of stun 
damage needed to redizzy is increased by 5, 













oes (and Tech Throws) in Street Fighter Alpha 2 are performed with « or -» + MP 
PUK, oF HK at close range. 


See Fighter Alpha 2's juggle system is almost identical to Street Fighter Alpha’s, except 
ee Custom Combos are concerned. During a Custom Combo an opponent can be hit 
Semy point during their aerial Hitstun, whether ascending or descending, and there is no 
‘eee limit on any action, This basically means that as long as you keep your opponent 
© % ground, you have an infinite juggle until your Custom Combo ends. Normally you 
“spot juggle an opponent while they descend in aerial Hitstun, and you cannot juggle 
‘Sea moves with no juggle potential. Some moves have slightly altered juggle properties 
‘Sera 0 Custom Combo—moves which normally cause a knockdown will knock an 
ent further off the ground during a Custom Combo than they normally do. This 
for increased juggle potential and is why Unblockable Low Custom Combos are so 
Stating, but there is also a bug that allows you to use this Custom Combo property 

® seockdowns outside of Custom Combos. 






Se character's combo section ends with a small list of effective Custom Combos. 
Sch combo has different uses, which are described in the combo's title. For example, 
‘bos labeled as anti-air are only viable when your enemy is airborne. Combos used 
® whittle away at your enemy’s life bar through block damage are labeled as Chip 
ige Custom Combos. Lastly, anything labeled as a ground based Custom Combo 
seally only works against standing enemies. 












es M symbol used in some descriptions indicates a sequence that has a variable 
‘ember of repetitions. In most cases, this generally refers to the speed at which the 
sewence is performed. The faster you do the attack, the more times you'll be able to 
WP Finto the combo before the Custom Combo time limit expires. 





















Altered Maeddown Properties efter 
@usiem Gembes 


During a Custom Combo, moves that knockdown created a higher knockdown Hitstun 
for easy juggling. Depending on what your opponent does immediately following a 
Custom (when you knock them down), you can sometimes retain this property on 
knockdown moves. This allows for juggles not usually possible outside of Customs. 


The key is this—after eating your Custom and being floored, your opponent must do 
anything besides just try to block, and before they go into an idle state (just holding 
+ of standing neutral) you must land another knockdown move. If you do, they are 
popped up higher, and they can be juggled during any part of their aorial Hitstun. 
The only difference from the knockdown state during an actual Custom Combo is that 
the normal juggle potential rules of Street Fighter Alpha and Street Fighter Alpha 
2 apply—if a move cannot juggle normally outside of a Custom Combo, it cannot 
juggle during this state either. 


Sagat lands a Custom Combo on Ryu 
and ends it by knocking down with HP 
Tiger Uppercut. 


Ryu tries to Reverse Sagat’s meaty Because of the extra high Hitstun, 
sweep, but is unsuccessful —Sagat pops Sagat is able to juggle with an HP Tiger 
Ryu up into the ait. Uppercut. 


This cycle can repeat, so long as Ryu 


never returns to an idle or blocking 
state, 






Jaguar Slam 
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The Thai-fighting Adon is heavily reliant on Custom Combos to secure a victory. He 
doesn’t have many useful attack openings, nor does he have the sufficient attacks 
that are needed to deal much damage through other outlets, Since this is the case 
your objective when playing Adon is to find an opening to land his damaging Level 
3 Custom Combo, 








How to Accomplish Adon’s Objective 
Option 1: Establish Adon’s mid-range offense 








































Name | Command 

Jaguar Crunch > + MP 

Jutting Kick x + MK 

Rising Jaguar > $+ Any Kick 
Jaguar Kick $x + Any Kick 
Jaguar Tooth patie + Any Kick 











parca 























Name | Command 
Jaguar Revolver $n bx Any Kick 
Jaguar Varied Assault tx tue + Any Punch 
[Jaguar Thousand Press Punch rapidly during Level 3 Jaguar Varied Assault 
Jaguar Assassin Press Kick rapidly during Level 3 Jaguar Varied Assault 





















Adon is missing a lot of the extra “oomph” needed to make his basic game plan 
effective. His Jaguar Kicks, which used to be very useful, are now completely unsafe 
fo punishment even if they hit. This makes them utterly useless to his mid-range 
game. 


Instead, rely on basic normal attacks and the Jaguar Tooth to get the job done 
Crouching MP should be your main option for harassment at this distance. Whif® 
it periodically at mid-range to build meter and beat anticipated low moves, Use 
crouching HK to punish your enemy's missed moves if you don’t have any Super Meter 
available. It’s also good for hitting an enemy as they try to reposition themselves 
when they are near you. 


When you have the meter to do so, use a Level 1~3 Custom Combo starting with 
crouching HK to punish any missed moves you bait. At any level you can simply cancel 
crouching HK into repeated LK Jaguar Kicks until your meter is about to eXpire, ir 
which case you end the CC with a HK Rising Jaguar. At Level 3, this combo inflicts ar 
astonishing 75% damage, easily securing a victory if you are ever behind. 







Dotion 2: Lure out an anti-cir 





Jaguar Tooth's variable attacking distance is useful for baiting reversal-style attacks, like Ryu’s Shoryu Ken, Because itis so 
cult to fell the difference between the LK and HK version of the Jaguar Tooth, your enemy has no choice but to react to its wind 
period ond perform their anti-air attack early. By performing the LK or MK version of the Jaguar Tooth when your opponent 
“cornered, it misses directly in front of them. If they perform an anti-air attack expecting the HK version, their attack will miss, 
jing you to punish it with a crouching HK or a Custom Combo, 


hee your enemy is afraid to punish the Jaguar Tooth you'll have the freedom of doing the HK version a little more often. In this 
ce you can use the advantage from the blocked Jaguar Tooth to stage a guessing game, Perform an immediate crouching HK to 
anything your enemy tries to stick out, or walk up and throw them if they decide to take a defensive stance, Walking forward 

4 activating a late Custom Combo is also a reliable way of baiting a counter attack for big damage. 


SBE 
Nefies 


en you don't have any Super Meter availabl, crouching MP is your strongest attack opening. It links directly into another crouching MP for a basic 2 hit combo. If it doesn’t 
snect on wake up, walk up and throw your enemy, or perform crouching MP anyway to beat attempts to counter your throw. 


en you have meter available, a crouching LP linked into another crouching LP is Adon’s combo opening. It can be canceled into any level of his Jaguar Varied Assault, making 
‘s worthy attack option. The following section illustrates how to best use this attack opening depending on whether or not it hits. 





Ta nee 
into}Crouching|LP) ~~ 
Spat ies! = e, 


wp). “Ff 


Cancel the second hit into a Level 1~3 
Jaguar Varied Assault. 
ih rTiap 


=> 
{Wolk forward ond perform } Wolk forward and throw your Immediately perform a Immediately perform Adon's 
J) opponent, Works only when crouching MK. Stops your Tiger Crunch overhead attack, 
} they're afraid of a follow up enemy's early attempts Tends to hit overly defensive 
your enemy's attempts fo stop attack, 10 attack after they leave players. This attack leaves Adon 
shat they think iso throw. ' | Blockstun. with a slight advantage to work 
7 with, so follow up afterwards 
with an immediate crouching 
HK or a walk up throw. 








‘Phough it’s not very damaging, Adon’s Jutting Kick (w + MK) is useful against most 
‘erping attacks, An early standing MP canceled info a HK Rising Jaguar is a slightly 
‘ore damaging anti-air option, although it tends to lose against certain high-priority 
‘emping moves. When all else fails, an early anti-air Custom Combo or a standalone 
‘=X Rising Jaguar are the most consistent options to use. 
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NY atts Counters 


rr 


Punch AC 


Adon’s Punch Alpha counter hits 4 times at close-range, dealing massive damage to 
an overly aggressive enemy. Unfortunately, this technique has terrible range, making 
it only useful against attacks done very close to Adon. 





Kick AC 


This is useful against early jump attacks that you have a hard time reacting to with 
‘a normal anti-air moneuver. It’s generally not worth using over a Custom Combo, 
however. 














Gress-up MK Saiups 


Adon’s jumping MK can be used like any other cross-up attack. The situations where 
it's possible to set it up are very specific. The first is after landing a Level 2 or 3 Jaguar 
Varied Assault, while the other is after landing Adon’s Punch or Kick Alpha Counter. In 
either case, walk forward a few steps and jump over your enemy's body to set up the 
attack, If the cross-up hits, link crouching LK <> HK Rising Jaguar. If it doesn’t hit, use 
the advantage after the blocked MK to stage a follow up attack consisting of crouching 
LPx 2, alate throw, or Adon’s Jaguar Crunch. 


Adon’s crouching MP and MK have bad starting and recovery periods. This makes 
it impossible to link crouching MP x 2. Crouching MK also cannot be canceled into 
Special Attacks, At the very least, his Level 1 Jaguar Varied Assault has a new ending 
‘nimation that leaves him closer to his enemy. 












Command Sequence 
Gouching MP linked into crouching MP 


‘ouching LP linked into crouching LP > Level 1~3 Jaguar Varied Assault | 
‘oss-up MK, crouching LK <> HK Rising Jaguar | 
Joicair standing MP => HK Rising Jaguar | 


Gasiom Combes 
#1) Level 1 Jaguar CC 














Gouching HK <> LK Jaguor Kick x 2&> HK Rising Jaguar 

#2) Level 1 Anti-Air CC 

Bonding MP <> HK Rising Jaguar x 2 

#3) Level 3 Big Damage Jaguar CC 
Gouching HK s> LK Jaguar Kick x 5 <> HK Rising Jaguar 

















Customs Combos! 





Jump towards your enemy, then press = + MK af apex 
> + MP 
> + MK 





Zugai Hasatsu 
Senpu Kyaku 





























Go Hado Ken $x + Any Punch 
Tanku Hada Ken While jumping, 4% + Any Punch 
Shakunetsu Hodo Ken > xtee + Any Punch | 
Go Shoryu Ken > 4% + Any Punch 
[Totsumaki Zonku Kyoku | 42¢ + Any Kick (may be performed while jumping) 
Zenpo Tenshin $~ + Any Punch 
Ashura Senku + + ore + LP + MP + HP or LK + MK + HK 
Hyakki Shu | ema + Any Punch 





Hyakki Go Zan 
[Hoi Go Sho 
Hyakki Go Sen 


Hyakki Go Sai 


Do nothing after intiating the Hyakki Shu 

Press any Punch during the Hyakki Shu 

Press any Kick during the Hyakki Shu 

During the Hyakki Shu, press -» + Punch when close to 
enemy —_| 
During Hyakki Shu, press + + Kick when close to grounded 

or airborne enemy 

















Hyakki Go Tsui 
Le ——— 


&parGanhas 


Messatsu Go Hado 








> tite + Any Punch 

















Messatsu Go Shoryu $x to + Any Punch, 
Tenma Go Zanku While jumping, +> x» + Any Punch 
Shun Goku Satsu LP> LPe> » > LK > HP (Level 3 only) 











Your objective when playing Akuma is to establish close-range. As another member of the 
Shotokan family, Akuma is‘a well-rounded character that can be played in a variety 
of ways. Even still, Akuma’s great combos and offense oriented Special Moves 
make his close range abilities his strong suit. Move into attacking distance and 
use his many offensive options to pummel your enemy with repeated combos and 


















How to Accomplish Akuma’s Objective 





Option 1: Establish Akuma’s mid-range offense 


Your goal at this distance is to land a LP Go Shoryu Ken or crouching HK. Stand just 
outside of your opponent's maximum attack range. Adjust your position to match 
theirs when they move around. From this distance, Akuma’s Go Hado Ken beats most 
low attacks, and itis also fairly difficult for your opponent to jump over it on reaction. 
Anticipate when your opponent may try to attack, then throw a HP Go Hado Ken. Fake 
Go Hado Kens by whiffing an occasional LP which may trick your enemy into jumping 
towards you. If they jump, counter it with a HP Go Shoryu Ken or a Custom Combo. If 
your opponent doesn’t take the bait, immediately throw another HP Go Hado Ken. 


Occasionally walk into attack range fo coerce your enemy into attacking you. Quickly 
back away if you anticipate an attack, If you see an attack miss in front of you, punish 
itwith crouching HK => LP Zenpo Tenshin. 


Canceling crouching HK into the roll keeps you close enough to your enemy to punish 
Recovery Roll attempts. Because it’s unsafe to perform a Recovery Roll against 
Akuma, this allows you to actually gain a positional advantage over your opponent 
if you punish a missed move with crouching HK. When you recover from the Zenpo 
Tenshin, immediately perform crouching MK <> HP Hado Ken when you recover from 
the Zenpo Tenshin. f your challenger performs a Recovery Roll the crouching MK hits, 
canceling into the Hado Ken for a 2 hit combo. If they do not perform the roll, only 
the crouching MK comes out, and you still have plenty of time to walk forward and 
stage a wake up guessing game. 








Option 3: Tenma Kujin Kyaku over an attack. 


air defense is strong, Anticipate a ground attack and jump 

se Gem from just outside of toward your enemy. Initiate a Tenma 

pd throw o LP Zanku Hado Kyjin Kyaku at the apex of the jump to 

‘es. projectile, this attack \ ‘ vv? punish their ground attack. If they don’t 

fo use an anti-air against =~ ; F D} perform o ground attack and they don’t 

‘2 Super or Custom Combo. i 1] use an anti-air against the jump, initiate 

af whether it hits or not, F: the close-range attack of your choosing 
be projectile with an attack 7 after it’s blocked. 


pes, Akuma’s crouching MP is the best attack opening when you don't have Super Meter available, It links into crouching MK, which can then be canceled into a 
ste Ken for good damage. If crouching MP is blocked, walk forward and throw your opponent or perform an immediate crouching HK <> Zenpo Tenshin to punish 
ater the throw. 


Meter is abundant, Akumo’s best opening is crouching LK x 2. The second crouching LK can be chained into standing LK, which can be canceled into a Level 1~3 
Shoryu. If crouching LK x 2s blocked, use the advantage after the attack recovers to initiate a follow up attack. The following diagram shows what options to take 
se on whether or not crouching LK x 2 connects, 


standing LK <> Leve 
Go Shoryu. 


Wolk up crouching LX => standing Grouching HK &> LP Zenpo Tenshin 
[Ke Level 1~3 Messatsu Go Shoryu. Beats early attempts to attack after 
Beats attempts to counter your throw your enemy has left Blockstun, Also 
option. ‘Keeps you foirly close to your enemy. 
Come out ofthe roll witha throw or 
crouching MK => Go Hado Ken, 


= meant to be a balancing measure implemented to offset his great variety 
‘Akuma has an extremely low defense rating. This means that every hit 
sekes is far more damaging than it is to anyone else. This factor makes it 
that an Akuma player should have a balanced game plan that is as free 
sakes as possible. 














Akuma’s LP Go Shoryu Ken is useful asa 
reversal when you are getting up from a 
knockdown, or as an anti-cir maneuver. 
Standing HK (and crouching HP) are 
also worthwhile anti-air attacks, When it 
comes to Super Combos, the Shun Goku 
Satsu can be used as a damaging reversal 
if your enemy attacks on wake up. 





Alpha Counters 
Punch AC 


This Alpha Counter is useful against early jump attacks, dealing massive damage to 
an opponent with little effort. 





Kick AC 


Useful for punishing some ground based attacks. This Alpha Counter can be used 
against projectiles at close range, as well. 





The Asura Senku is a teleport maneuver 
that allows him to travel great lengths 
with little risk. This is especially useful for 
escaping corners, which are hazardous to 
the health of any character. 





Dont Pertfiomn Tetsumeld Juggles) 


A common misconception is that Akuma’s Tatsumaki Zanku Kyaku air combos ore 
guaranteed, However, the majority of these combos can actually be escaped if your 
enemy performs a Recovery Roll while they are still airborne. This shortens the aeria 
Hitstun state of these attacks and makes it impossible to juggle with a HP Go Shorys 
Ken if you land a LK Tatsumaki Zanku Kyaku. Attempting to do so causes the attack 
to miss and results in your opponent recovering before you touch the ground, Se 
cautious and stray away from, these types of juggles if your enemy knows how t 
escape them! 





Akumo’s Shakunetsu Hado Ken does far less damage in Alpha 2 Gold when performed 
ina Custom Combo. His Taunt also has the ability to hit if itis performed direclly next 
to your enemy in this version. Lastly, his Asura Senku now has the ability to move 
‘Akuma into a corner ifit is done next to a cornered enemy. This is useful for tricky side 
switch antics, like crouching MK <> HK Asura Senku, then an immediate LK Tatsumakl 
Zonku Kyaku when you end up on the other side of your challenger, 


















Goumand Sequence 

Soeching MP linked into crouching MK «=> HP Go Hado Ken 
Seez-in HK or cross-up MK, crouching HP <> HP Go Shoryu Ken. 
Geuching LK x 2 <> standing LK <> Level 1~3 Messatsu Go Shoryu 


ing LK x 2 > LK Tatsumaki Zonku Kyaku, juggle with an immediate HP Go Shoryu 
es (final hit can be evaded with the Recovery Roll) 


Ween enemy is cornered, jump-in HK crouching MP linked into crouching MK «> LK 
Teemaki Zanku Kyaku, juggle with an early HP Go Shoryu Ken (final hit can be evaded 


wer the Recovery Roll) 
When enemy is cornered, jump-in HK crouching MP linked into crouching MK &> Level 3 
Hessatsu Go Hado 


Gestem Gemisas 
#1) Level 3 Shakunetsu Hado Ken CC 
Geoching HK ¢> Shakunetsu Hado Ken x 5 

#2) Level 1 Easy Damage CC 




































Goeching HK <> HK Tatsumaki Zonku Kyaku <> HP Go Shoryy 
t= 



























ChYactia 


Break through your opponent's containment and move into pointblank range. Birdie’s 
gameplan revolves around his great overhead attack and damaging command throws. 
Mid-screen these throws tend to reset your positioning back to long-range every time 
you land one. This makes it difficult to keep the momentum of the match and follow 
up after successful attacks. To compensate for this disadvantage, your goal when 
playing Birdie is to corner your enemy. In corners you're left closer to your enemy 


after each successful attack, allowing you to pursue your fallen enemy for further 
harassment. 





How to Accomplish Birdie’s Objective 
Option 1; Land a Punch Alpha Counter 


+ or +NKorlik 





Near corners, Birdie’s Punch AC leads to 
knockdown that an opponent cannot 


Name Command counter with a Recovery Roll. It also 






































| Command 
The Birdie Charge + ++ + + Any Punch 














Bull Revenger 





$c $5. + Any Punch or Kick 











Body Slam While jumping, + + HP throws his enemy across the majority of 
Murderer Chain Rotate 360 + Any Punch the screen. This is a big option to keep 
[Bandi Chen Rotate 360+ Any Kick available when you are mid-screen or 
Bull Head Charge « + + Any Punch closer to a corner, where it knocks your 
Bull Horn Hold 2 Punch or 2 Kick Buttons, then release Opponent into prime positioning for a 


wake up attack. 





Option 2: Jump over one of your enemy's ground moves” 





Anticipate a ground attack and jump over it. If your challenger performs a move, 
come out of the jump with jump-in HK, crouching HP > LP Bull Head to deal some 





damage and thrust your enemy closer 
to the corner. If they don’t perform an 
attack, and decide it’s a bad idea to 
stop your jump (for whatever reason), 
perform a semi-early jumping LK on 
the way down and follow this with a HP 
Murderer Chain or crouching HK. 









en 3: Establish Birdie’s mid-range offense 


= your enemy with Bull Horns and crouching HK. The Bull Hon has @ttemeive Nees 


=chility as it starts up, allowing it to pass through some attacks and projectiles, 

‘sel into your enemy's attacking distance then, when you predic an action, 

Se Bull Horn to counter the attack. If they take a passive stance and block the 

-, perform another Bull Horn or a Bull Revenger when you recover to beat 

‘ack that they stick out, or go straight into a LP Murderer Chain if you believe 
‘eee going to block. 

















Birdie’s standing HK happens to be a fairly quick overhead attack. It has a long 
window of advantage after it that enables you to link a crouching MK if it hits, This is 
specifically useful as an attack option when you've knocked your enemy down near 
‘a.corner, In cases where it’s blocked, follow up with a secondary attack consisting of a 
walk up LP Murderer Chain or a standalone crouching HK. 





‘= crouching HK into the mix to punish any missed pokes you manage to bait, 

“eck is also useful for catching your enemy walking forward if they try to move 

‘+s your enemy while they're fairly close, i's possible to punish a Recovery Roll 

with another crouching HK. From further away you can catch a Recovery Roll 

= Costom Combo starting with crouching HK. In this case, not only do you inflict a 
a} amount of damage, but you'll also most likely corner your enemy. 

















enemy is ever harassing you 
 weojeciles and the Bull Horn just 
‘esting it, use a Bull Revenger at 
2! io punish the attempt for big 
The button you use dictates 
‘J Birdie travels (Punch for short 


Despite the difficult setup, Birdie’s Body Slam is a cross-up that is useful for setting 
up his throws. The cross-up can be adjusted to hit your enemy from the front or back 
depending on when it’s performed during the jump. To hit your enemy from the front, 
perform the Body Slam early, before you pass over your enemy's head. In order to hit 
them in the back, do the attack as you pass over your enemy's shoulder. Regardless 
ick for long-range), = learn of whether it hits or not, Birdie has no worthwhile combos to link into it afterwards. 
properly uilize the variable ung Instead, simply go for a setup even if it hits. The following example shows a few 
‘o counler projectiles wth ease. options to go for after the Body Slam hits. 






















Dee cP Murderer Chain Perform an early crouching 
‘Sendit Chain when you HP Beats attempts to attack 
‘Werks only when your you afer your enemy leaves 

geen afraid of your Blockstun, Also catches jumps. 
tock options. 





feevord ond immediately Performa standing HK when 
pete another cross-up Body you land from the jump. May 
Dee en difficult for novice hit a crouching opponent if 

= te block. Also 0 good they're expecting « low hitting 
“ee @exich your opponent's option. Link crouching MK 
“ees fo jump away from afterwards if it hits. 
ey believe to bea 
‘Dee Te may be repeated 
pee ives if your enemy hos 

say dealing with it. 











eee . 
r 

Crouching HP is the main defensive option against jumping attacks. It has few 

disabilities and it offen gets the job done without any problems. Even still, if you're 

looking for a little extra oomph, you may opt to use a Punch Alpha Counter instead, 

which leads to a guaranteed knockdown when performed correctly. 


Punch AC 


Birdie performs a short-range version of his Bull Head. This con be used against 
early jump attacks for solid damage, or as a means to move into close-range when 
performed against a cornered enemy. 


Kick AC 


The Kick version of his Alpha Counter is a short-range heel blast to the stomach. It 
doesn’t knock your opponent down, nor are you left with any advantage to work with. 
Use this Alpha Counter with the utmost caution. 


Using the Bull Hom Hitsciively 


The Bull Horn attack deals exponentially more damage depending on how long the 
command is held down. At full strength, the Bull Horn deals a whopping 35% damage 
on impact, Because of its massive damage output, it’s worth your while to charge for 
the Bull Horn when the opportunity to land it arises, 


Its possible to charge for 2 Bull Horn attacks simultaneously by simply holding al 
three Kick buttons down. Once charged, let go of one of the Kicks to initiate one Bul 
Horn, then let go of another to let the second fly soon after. You can start charging for 
another Bull Horn the second you perform the first by pressing all three Kick buttons 
again for efficiency. The only drawback to this technique is that you won't ever have 
‘access to crouching HK, which is one of Birdie’s better normal attacks, 


When it comes to landing the Bull Horn, it does have a slight window of invulnerability on 
startup. This can be used to go through and punish some ground attacks. I's also possible 
to use it to punish fast projectiles; however, it doesn’t work against most LP projectiles 
that travel slowly. IS completely safe to punishment when blocked, so don’t be afraid to 
take a risk and let it fly if you're looking to get close to your opponent. 


Birdie’s Bull Horn now hits multiple times in succession, hitting more times the longer 
ifs charged. At full strength this attack now knocks your enemy to the floor. 








Command Sequence 
Seeding HK linked into crouching MK 





s-in HK, crouching HP (1 hit) <> LP Bull Head or Level 1~3 The Birdie 





Sess-up HP, crouching HP 








‘Gssiom Gomilbes 

#1) Level 3 Ground CC 

eeding LK x Me> HP Murderer Chain before your meter runs out. 
22) Level 1 Crouching HK CC 

Seething HK <> HP Bull Head x 3 












Guisbelfaciia 
Your focus when playing Charlie is to lure your enemy into making a mistake that can 
be punished with a Custom Combo. He has the options needed to apply an immense 
amount of pressure at mid-range, which forces your adversary to commit to risky actions 
to reverse the pressure. Anticipate these options and punish them with a sweep or the 
Custom Combo of your choice! 





| Command 


























Jump Sobat 

Step Kick 

Spin Buck Knuckle > +HP 

Sonic Boom Charge + > + Any Punch 
Somersault Shell Charge ++ + Any Kick 





Spareanica 











Name | Command 

Sonic Break Charge + ++» + Any Punch, then press Punch rapidly 
Crossfire Blitz | Charge « tee + Any Kick 

Somersault Justice [Charge ws» + Any Kick 

















How to Accomplish Charlie’s Objective 


Option 1: Establish Charlie’s mid-range offense 





Charlie's game plan revolves around his Sonic Boom. Throw it periodically ond 
anticipate when your enemy may attempt to jump over it. When you believe it’s 
coming, hesitate throwing the Sonic Boom and look for the jump. If they jump, 
punish it with a Somersault Shell or Custom Combo. If they don’t, throw another 
Sonic Boom. 


When your enemy is hesitant to jump, throw a LP Sonic Boom and walk behind it. This 
works us a shield that covers your aggressive movement towards your enemy. If your 
enemy tries to jump late after the Sonic Boom’s release, punish the jump with the 
anti-air of your choice. If you believe your opponent is simply going to defend after 
blocking the Sonic Boom, throw them with Charlie's Knee Gatling, In cases where they 
try to counter the throw with a quick Light attack, punish it with and crouching MK, 
crouching HK, or « Custom Combo. 


If your enemy is ever sitting on a threatening amount of Super Meter, be hesitant about 
throwing projectiles to avoid being countered. Use Charlie's basic normal attacks to 
mount an offense. Crouching MK is a well-rounded poke with very few weaknesses. I's 
fast, works aso whiff punisher, and has just enough range to be useful on the offensive. 
His Step Kick (+ or » + HK) s also useful, enabling you to keep a charge while moving 
forward with an attack. Common attack patterns using these moves include crouching 
MK followed by « Step Kick (using the command + + HK to keep a charge), then a LP 
Sonic Boom to cover your movement back into attack range again. Omit the Sonie Boom 
and block when you think your opponent may want to land a Custom Combo. 





t 
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Sahciiky 


OGendive Nefies 


Derie's strongest attack opening is his cross-up jumping MK. The situations that enable you to set it up are after landing his Kick Alpha Counter, Crossfire Blitz, or his Knee 
Seng throw. After any of these attacks, walk forward a step and jump towards your enemy. Perform the jumping MK at different heights to vary the side it hits your enemy 
em (do it before you pass over your enemy's head fo have it hit from the front, or after to hit from behind). If the cross-up hits, link crouching LP <> crouching LK => MK 
Seeerscult Shell. If it doesn’t connect, follow up after the MK with a guessing game. The following illustration shows what options to utilize depending on whether or not 
oes-up MI hits, 


we Oo 


Perform a late Kick throw as you land. Perform a semi late crouching LP <> 
Works only when your enemy is afraid crouching LK. If t connects, cancel the 
of your other options. Go for another crouching LK into a MK Somersault 
ross-up MK afterwards if it connects, Shell. [fit doesn’t conned, follow up 
afterwards with a walk up throw or 
crouching MP> LP Sonic Boom. 


Peete the way it looks, crouching HP is an awful anti-air option. In order to deal with 
‘re aitempts performed directly on top of you, use standing MP or a LK Somersault 
et insiead. Make use of standing MK and standing HK to deal with jump attempts 
‘Sted towards the front of you. In regards to wake up situations, a MK Somersault 
Se) or a Level 2~3 Somersault Justice has enough invulnerability to blow through 
Seey attacks, 


EE OE EE 









This is useful for punishing some projectiles.at mid-range. It tends to miss over the 
head against most crouching characters, so don’t bother using it against low attacks, 





Kick AC 


Use this AC to punish blocked ground attacks: This includes any sort of poke you block 
from fairly close. This AC also sets up Charlie's cross-up, making it very useful if you 


are in need of a momentum shift. 






















Managing Senta Ghange Time 


By executing the Sonic Boom with a specific command, it’s possible to gain a “hes 
start" with the charge time for your next Sonic Boom. This is done by performing & 
projectile with this command: charge +, +, « + Any Punch. Despite the commons 
ending with-o direction other than -», as long i's performed fast enough, the So 
Boom will still be released. Because the command ends with «, you essentially sio= 
charging for the next Sonic Boom the absolute second you execute the first. This 
allows you to accumulate a charge for the all-important projectile very quickly. 









Senis Boom > Semersaul Shell 


Although it may seem impossible to obtain a charge to do so, you can perform o 
Somersault Shell almost immediately after recovering from a Sonic Boom. This is 
helpful for punishing your opponent's mistimed attempts to thwart « Sonic Boom with 
a jump. To perform this technique, obtain a charge for a Sonic Boom, then quickly 
input the following command: +, + % 44 + LP. Continue to hold » after the Sonic 
Boom’s release, then press + + HK a tenth of a second afier you recover from the 
Sonic Boom. If performed correctly, Charlie should initiate a Somersault Shell shortly 
after he recovers from the Sonic Boom. 


Charlie's Somersault Shell can now be air blocked ot any point during its attack 
animation, making it largely useless as an anti-air option. The Level 1 version of his 
Somersault Justice also has a slightly longer invulnerability period, making it useful 
‘as a reversal when you are getting up from a knockdown. 


mmand Sequence 

MAK, crouching LP <=> crouching LK => MK Somersault Shell 

HP crouching LP x 2 => crouching LK «> Level 1~3 Crossfire Blitz 
‘ely, jump in HP, crouching LP x 2 linked into standing MP <> HK Somersault Shell 


fem Gomlbos 
) Level 1 Anti-Air CC 
MP > HK Somersault Shell x 2 
Level 3 Somersault CC 
fing HK > LK Somersault Shell x 3 <> HK Somersault Shell 
Level 3 Chip Damage CC 
se Boom x 












































Chan-Lits/Objective 
Your objective when playing Chuntti is to land her Hyakuretsu Kyaku Custom Combo (refer 
to Custom Combo #3). Whittle your enemy's lifebar down with repeated crouching MKs 
canceled into Kiko Kens. Apply pressure with Chun-Li's amazing ground game while looking 
for your opponent's attempts to counter it. When the opportunity shows itself, punish those 
attempts for big damage with her devastating Custom Combos! 





How to Accomplish Chun-Li’s Objective 
Option 1: Establish Chun-Li's mid-range offense 





Chun-Li crouching MK is a completely dominant normal attack at this distance. It’s 
amazing range and startup compliments her quick walking speed. This attack can 
ic also be canceled, making it very useful for applying pressure, whether it hits or not. 
Ryuusei Raku While jumping, + or > + MP or HP Keep your enemy pinned by repeatedly walking forward and doing crouching MK => 
LP Kiko Ken. Occasionally walk towards your enemy before quickly backing away to 


Qathighkkdis lure out any attempts to attack your forward movement. If your opponent misses an 

attack, punish it with crouching MK or a Custom Combo. You can also walk forward 

and jump to punish most anticipated ground attacks. Toss in a crouching MK > Sen’en 
(eso yak Wile jumping, + + MK Shu to keep your adversary standing. 


Kaku Kyaku Raku x + HK 
- - There are several ways to land a Custom Combo once you've earned enough Super 


Sankaku Tobi J inst a wall 
—_— Sop cg ve", ess Meter. Walking towards your enemy and throwing them gets them anxious to hit 
Kiko Ken tu + Any Punch 
. buttons. Once they're scared of a throw, 
Sen‘en Shu edie + Any Kick 


id activat i 
Tensho Kyaku Charge +4 + Any Kick YR arya a ya Csi 


a Combo to punish any attempts to stick 
Hyakureisu Kyaku Press omy Kid raid —! out an attack. Jumping towards your foe 


‘and activating « Custom Combo when 
&parG@ana you anticipate an anti-air attack works 
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Name | Command as well, if you believe they'll try to 
Kiko Sho oe tc + Any Punch perform one that’s ground-based, 
Senreisu Kyaku [ charge + ++ -> + Any Kick 








Hazan Tensho Kyaku [Giarge xe w+ Any Kick 














i's Sen‘en Shu is arguably one of the greatest overhead attacks in Street Fighter history. I’s fast, has great range, completely safe if blocked, bolsters invulnerability on 
= and you can even cancel into it. Use it to fly through and punish projectiles or as a typical overhead to catch a defending opponent crouching. 


ards to basic close-range options Chun-Li requires Super Meter and a charge to attack with anything substantial. In situations where she has neither, your only option | | 
‘Grow or perform a meaty crouching MP. Its possible to link a following crouching MP afterwards if it hits. In cases where it doesn’t hit, refer to the following illustration 
how to best follow up after crouching MP. 








. ei LA 
Wolk yp and Punch throw your} Wolk forward and activate Perform on immediate LK 
opponent. Works only when a Custom Combo. Catches Sen‘en Shu. May hit your 
|) your enemy is afraid of every [eed ‘MP again. Counters attempts to counter your throw opponent if they perform an 
other optic |) | attempls to stop your throw for big damage. Stricly beats |X| immediate low attack or aren’t 
3 1 option. ‘onything your enemy tries that expecting an overhead. 
doesn't have invulnerabil 


er, standing and crouching HK are better choices as far as ani 
ing HK is useful against jump attempts from the front, while standing HK works 
against jumps aimed directly on top of you. A Level 3 Kiko Sho is a viable 
option as well, though it tends to do much less damage than normal against 
enemies. 





La 


“Al hha G 


Punch AC 


Can be used to hit blocked, jumping 
attacks. This Alpha Counter is a little on 
the slow side so, if done against a deep 
jumping attack, your enemy may be 
cable to land and block before it hits, 


Kick AC 


This Alpha Counter is useful for countering 
ground attacks and projectiles thrown 
from a litle closer than mid-range. 
Choose this over her Punch AC against 
anything that isn’t a jumping attack. 





Glesing the Distemas 


If you're ever looking to get close to your enemy, find a moment where your enemy 
isn’t looking for a projectile, then throw a LP Kiko Ken and walk behind it. Doing 
so enables you to safely establish your desired position without the threat of your 
enemy's ground game. Any attempt to jump over the projectile (while you're walking 
behind it) can be countered with standing HK. The only things you need to look out 
for are Alpha Counters and Custom Combos. Regardless, use the advantage from the 
blocked Kiko Ken to walk up and throw your opponent, or go for crouching MK => 
HP Kiko Ken. 














Sicmchag LP Pressure 

Chun-Li's standing LP is one of the fastest normal attacks in Street Fighter Alpha 2. 
It also bolsters a slight window of advantage after it when it is blocked. This allows a 
Chun-Li player to apply immense pressure by walking forward and repeatedly doing 
standing LP. If your opponent attempts to attack between each LP the following LP 
will most likely beat i, This becomes especially effective when you occasionally walk 
forward and throw your enemy, making it difficult for them to tell whether or not 
you're going to throw or do another standing LP. 


In cases where you miss-fime a throw and accidentally throw out a standing HP, fear 
not. Standing HP has a ton, of advantage after it, so much that it's even possible to 
link crouching MK afterwards for a2 hit combo, Keep that combo. in mind if standing 
HP happens to hit your enemy. 





Chun-Li receives a severe weakening. Crouching MK cannot be canceled into Special 
Attacks anymore, Additionally, Chun-Li's Hyakuretsu Kyaku deals much less damage 
in Custom Combos, and her Sen’en Shu is much slower then it was before. 



































ombos 
Command Sequence 
Crouching MK => HP Kiko Ken 
Crouching MP linked into crouching MP 
Standing HP linked into crouching MK 











When enemy is cornered, jump in MK, standing LP x 2 «> standing LK => Level 2 Senretsu 
Kyaku, juggle with an early Level 1 Kiko Sho 





When enemy is cornered, jump in HP, crouching MP linked into crouching MP «> Level 1 
Senretsu Kyaku, activate Custom Combo and juggle with HK Tensho Kyaku x 3 


pan cond perform a deep Yoso Kyaku, then immediately chain into two more Yoso 
Kyakus. 


Tump-in and perform a deep Yoso Kyaku, then immediately perform jumping HK Yo juggle 
with the second hit. When you land, immediately initiate a HK Tensho Kyaku to juggle your 
enemy again. 


Gusiom Gemibas 
#1) Level 1 Tensho Kyaku CC 
Crouching HK «> HK Tensho Kyaku x 2 

#2) Anti-air CC 

Standing HK <> HK Tensho Kyaku x A 
#3) Level 3 Hyakuretsu Kyaku CC 
Gouching HK > HK Hyakuretsu Kyaku x A 


































PanbChHsiva 

As the weakest character in the game, Dan has no efficient way to win consistently. 
At best, play passively and choose your shots wisely with carefully place combos. 
Without Super Meter, your goal when playing Dan is to build it as quickly as 
possible, When you have it, your objective is to look for an opportunity to 
land his damaging Danku Kyaku Custom Combos to deal enough damage 
to scrape by with a victory. 





How to Accomplish Dan’s Objective 
Option 1: Establish Dan‘s mid-range offense 


Dan's basic Danku Kyaku Custom Combos (crouching HK <> HK Danku Kyaku 
repeatedly) is the only way to consistently get a life lead in a fight. Before you have 
the Super Meter to do so, however, you have to stick things out with what you've got. 
Dan's move set is limited, but he has a few noteworthy normal attacks that can get 
the job done. Specifically, his crouching MK and crouching HK are exacily like Ryu and 




















































Name | Command Ve h ue J | f 
Gado Ken 3:4 Any Punch Ken's, which is a good thing. Position yourself just outside of your enemy's maximum 
Koryu Ken [4x4 Any Punch attack range. Rapidly move in and out of that distance to coerce your enemy into 
Danku Kyaku eee atiacking, Occasionally walk info attack range and use crouching MK to catch your 
Tenten Chohatsu peeeealect enemy as they are moving around, or to beat an attack iust as its fo om out. 
Karten Chohatsu ere | If your enemy ever misses an attack in front of you, punish it with crouching HK or 
ShagomiChohatso | While crouching, ress Selec a Custom Combo. 

Kuchu Chohatsu [ While jumping, press Select 













Name | Command 













Shinku Gado Ken $x + Any Punch 
Hissho Burai Ken tee tee + Any Kick 
Koryu Rekka | tum bre + Any Kick 











Chohatsu Densetsu [exodus + Select 








Oftneive Nefes 


Sooching LP x 2 is Dan's most effective opening, It chains directly into crouching LK, which can be canceled into his HP Gado Ken or Level 3 Koryu Rekka for solid damage. In 
‘=serds to the Gado Ken version of the combo, never do it near corners, Dan goes into a hefty recovery period after the Gado Ken hits, leaving him very vulnerable to counter 
eck if performed near a corner. The following illustration shows how to best use Dan’s crouching LP x 2 opening depending on if it’s blocked or not. 















Chain the second crouching LP into 
crouching LK => HP Gado Ken or Level 
3 Koryu Rekko. 






























Walk up and Punch throw your Walk up crouching LP => Crouching MK => HP Gado Jump forward and perform 
opponent. Works only when crouching LK <> HP Gado Ken. Counters early attempts to ca cross-up MK. Flies over 

your enemy is afraid of your Ken or Level 3 Koryu Rekka, stop your throw option, recovery-heavy attempts to 
other options. Near corners Counters late attempts to stop - attack after your enemy leaves 
juggle after the throw with a your throw option. Blockstun, This is also difficult 










to anti-air with any sort of 


Level 2-3 Koryu Rekko. 
2 consistency. 
















‘Seuching HP is your main anti-air option. It works against most jumping attacks, 
Seugh it does tend to occasionally lose to some high priority moves (Sakura's 
ping HK). 





—_ a 





— nee - 








Punch AC 


Can be used against early jumping attacks. It is very slow, making it vulnerable to 
punishment if your enemy performs a deep jumping attack (in which case your enemy 
can block when they land). 





Kick AC 


Dan's Kick Alpha Counter has some use against normal attacks performed at close- 
range. Use it specifically to stop attack patterns your challenger uses to push you 
away from them. 


















Keryw Relkiza 
Although Dan deals significantly less stun damage than every other character in 
Alpha 2, his Level 3 Koryu Rekka deals 24 points by itself. This is a huge amount of 
stun damage from just one attack, which is especially unusual from a Super Combo. 
Additionally, the Koryu Rekka also leaves your enemy in a knockdown state that 
can't be countered with a Recovery Roll. You can go for an immediate cross-up MK 
afterwards to meet your enemy as they stand up. IF the cross-up hits, link standing 
MK => Koryu Ken. Depending on how much stun you deal to your enemy before you 
londed the Koryu Rekka, the follow up cross-up combo has the potential of dizzying 
your opponent, Particularly, jump-in HP, crouching HP => Koryu Rekka, then the 
cross-up follow up will instantly dizzy most characters. 


Dan remains unchanged in Street Fighter Alpha 2 Gold. 

























Command Sequence 


Seeup MK, crouching LP x 2 <> crouching LK HP Gado Ken, Level 1 Shinku Gado Ken, or 
See! 3 Koryu Rekka 


“seee-in HK, crouching HP <> Level 3 Koryu Rekka 
ie enemy is cornered, crouching HP <> Danku Kyaku 
= throw your opponent into a corner, then juggle with a Level 2~3 Koryy Rekka 


Gosiom Gombas 


#1) Any Level Danku Kyaku CC 
Seeching HK &> HK Danku Kyaku x A 
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PidinoCLjacia 


Your gameplan when playing Dhalsim is to keep your enemy away from you. His long reaching 
limbs enable you to attack from a distance that is difficult for many characters to deal with. Pressure 
your enemy from afar and punish their attempts to thwart your long-range offense. Take measures to 
push your enemy towards a corner to make it difficult to escape your ranged offense! 


How to Accomplish Dhalsim’s Objective 


Option 1: Establish Dhalsim’s long-range offense. 


Dhalsim’s long-range attack: stratagem 
depends greatly on how you believe 
your enemy will react to your offense. 
The subsequent list shows what measures 
to take depending on what your enemy's 
intentions are. 





While jumping 1. If your adversary is being defensive, apply pressure on the ground using 
~~ + 1P hold LP standing MP, crouching MP, or standing HP. Standing MP is the safest of these options, 
= 7 which recovers very quickly after its release. Use it on occasion whenever your enemy 
While jumping, 4 + HP is in range. Use crouching MP as a means to hit a standing opponent if they are 
ares jonni eA MBO moving around. Don't get carried away 
ESA OR when attacking at this distance—most 
[ee ~ characters have a basic normal attack 

that effectively beats Dhalsim’s limbs 
when anticipated. If needed, wait for 
your enemy to miss one of their moves, 
then counter it with one of your own, like 
standing HP. 









press Select 






























eee ore es + LP + MP4 HP or LK MK + HK (may be 
performed while jumping) 












2. If you're enemy is looking to counter your limbs with a normal attack or a 
reversal-style special move (like Ryu’s LP Shoryu Ken), throw a LP Yoga Fire. If the 


| Command projectile hits a grounded attack, link a standing HP directly after it. If the fireball hits 











to fier sus Savin your enemy as they're airborne, throw 
Yoga Strike [$x 4m + Any Kick 


another LP Yoga Fire to meet them as 
they stand up. If they simply block, walk 
behind the projectile and use it to gain 
little ground. Perform an immediate 
standing HP to hit your foe if they try 
to do anything after the Yoga Fire is 
blocked. 











> Use standing MK and standing HK if your enemy is looking to jump. Standing MK 
‘=e safer of the two options because of its speed and recovery, while standing HK 
‘oficis more damage and covers more space. Standing HK isa little slow, so it must be 
‘formed a little early against an anticipated jump. 


























4. If your enemy is applying pressure 
with projectiles, use Yoga Fire to nullify 
them or perform a quick Drill Zutsuki 
(+ + HP while jumping) to fly over and 
punish the projectile. 


Tealsim has two types of attacks, short-range and long-range. Long-range attacks 
Seppen inherently with every button press, while short-range attacks are executed 
by holding + (1 for crouching moves) when you initiate the move. Since no other 
aoracter is played in this manner, take the time to learn how to swifily switch between 
‘ese attacks when your positioning calls for it. 


— Sclose-range, Dhalsim’s Drill Kicks (while jumping, + + Any Kick) are very effective 
dealing with your enemy's ground based low attacks. For example, Ryu and Ken 
overs tend to throw out an occasional crouching LK to stop their enemy's throw 
~ slempls. Instead of trying to beat their attack with your own ground move, use a HK 
Drill Kick to fly over and punish their missed attack. When you land it's possible to link 
er it with crouching MK «> HP Yoga Fire if the Drill Kick hits deep enough. In cases 
‘where your enemy doesn’t do the attack and blocks instead, follow after the Drill Kick 
seth a throw, crouching MK <> Yoga Fire, or another HK Drill Kick. 





The Yoga Teleport is useful for escaping corners when your enemy has you on the 
defensive, You can also use it against poorly calculated Custom Combos—If your 
enemy tries to throw multiple projectiles to Chip you to death, teleport behind them 
to avoid the impending loss. 


Dhalsim’s + + MP is your most effective answer to jumping attacks. Cancel it into 
a LP Yoga Fire to have it meet your enemy as they land (follow up afterwards with 
another Yoga Fire, or standing HK to catch a jump). Dhalsim’s vertical jumping MP 
is also effective as an anti-ai. Although risky, it covers the majority of the top of the 
screen, making it useful for countering both vertical and forward jumps. 











Punch AC 


Sometimes useful against early jump attacks that you have a hard time reacting Once of Dhalsim’s most important close-range options is his crouching LK slide 
to with o normal anti-cir option. This AC also knocks your enemy away from you, Despite the LK slide leaving you at a slight disadvantage when it connects directly 
enabling you to re-establish your long-range attack options. Use it with caution next to your opponent, the disadvantage isn’t long enough to leave you vulnerable 
though; if done against deep jump attacks your enemy will be able to block the attack toa combo. Any atfempt to use the disadvantage to beat you to your next attack com 
as they land, be countered by canceling the LK slide into a LP Yoga Flame. Knowing this, perform 
repeated LK slides back-to-back when near your opponent. When you anticipate thet 
your opponent might try to attack after one of the slides, cancel the slide into 0 LF 
Yoga Flame. When your enemy is afraid to attack altogether, immediately initiate & 
Punch throw when you recover to punish their attempt to take a defensive stance, 



















Kick AC 


Dhalsim’s Kick Alpha Counter is useful against projectiles at mid-range. It also knocks 
your enemy down, enabling you to follow up with LP Yoga Fire to lock your challenger 
down. 


Dhalsim’s Level 3 Yoga Legend has juggle potential in Alpha 2 Gold. This enables you 
to use it various juggle combos, such as crouching HK «> Level 3 Yoga Legend. He 
also gains access to a new Super Combo called the Yoga Tempest (+% 4+ + Any 
Punch), which is extremely effective as an anti-air maneuver. This attack also has 
juggle potential, making it useful for combos such as jump-in# +HP + + HP > LP 
Yoga Flame, juggle with an early Level 1~3 Yoga Tempest. 











emmand Sequence 
= MK => HP Yoga Fire 





= MP linked into crouching LK e> Level 1~3 Yoga Inferno 

pins +HP + +HP<> HP Yoga Fire or Level 1~3 Yoga Inferno 
eo LP Yoga Fire from afar, then link standing HP 

Drill Kick (must hit extremely late), ¢ + MK <> HP Yoga Fire 


ciom Gomlbas 
#1) Any Level Anti-Air CC 
MP > HK Yoga Blast x 
#2) Any Level Ground CC 
= HK > HK Yoga Blast x A) 
) Any Level Chip Damage CC 




















Yoga Fire x 


. 














Evil Ryu should be played in a similar manner as normal Ryu. Mount a mid-range offense and 
whittle down your enemy with HP Hado Kens, Lure them into making mistakes and punish them 
with his many defensive options. The only difference here is Evil Ryu’s improved combo 
options, which increase his damage capabilities at close-range. If you're ever able to land 
a Shoryu Ken or an Alpha Counter that enables you to move into close-range, take the 
opportunity! 

















How to Accomplish Evil Ryu’s Objective 
Option 1: Establish Evil Ryu’s mid-range offense 





Despite having a myriad of Akuma’s attack options, Evil Ryu's ground game should 
be played in the same manner that Ryu’s is. Stand just outside of your opponent's 
maximum attack range, adjusting your position to match theirs when they move 
around. Throw HP Hado Kens whenever you predict forward movement or a ground 
catack. Fake Hado Kens by whiffing an occasional LP or performing the Hado no 
Kamae. If your enemy takes the bait and jumps forward, counter it with a late LP 






































> +P Shoryu Ken. If they don’t take the bait, immediately throw another HP Hado Ken fo 

> + MK push them away from you. 

eee iyibel Throw in Evil Ryu’s well-rounded normal attacks to solidify your mid-range game. Use 
Hado no Kamae [4s + Selec crouching MK or crouching HK «> HP Hado Ken to attack on occasion after walking 
Shoryu Ken [#4 Any Pc : well into your foe's attacking distance. If at any point your enemy misses an attack 
Tassumoki Senpu Kyoku_| + Any Kick (may be performed wile umping) | in front of you, punish the recovering limb with crouching HK, crouching MK > Lovel 
Ashura Sook Fe or HIP HMPA HP or Le MK HK 2-9 Shnku Hado Ken, ora Custom Combo, 

&parGanias 






| Command 











Shinku Hado Ken tuo du + Any Punch 
/ Shinku Tatsumaki Se i 
Uy] Kyoko aISUMEN ENP | gee tee + Any Kick 

Messatsu Go Shoryu Hee tu + Any Kick 











Shun Goku Satsu [LP => LP» > [Ke HP (Level 3 only) 





Ofcndive Netes 


Spear to Akuma and Ryu, Evil Ryu’s strongest opening is crouching LK x 2. Crouching LK can be chained info another crouching LK, which can then be canceled into a HP Hado 
‘or a Level 1~3 Messatsu Go Shoryu for solid damage. If crouching LK x 2 is blocked, use the extended Blockstun after the attack recovers to initiate a secondary attack, 
De following illustrates what options to take depending on whether or not crouching LK x 2 connects. 









Chain the second crouching LK into 
stonding LK &> HP Hado Ken ora Lev 
‘3 Messatsu Go Shor} 


> 


Walk yp and Punch throw your Walk up crouching LK => standing LK 


~~ “S 
Ifit's blocked: pone ‘only when your > HP Hado Ken or Level 1~3 Messatsu 
3 ‘enemy is afraid of your other optic 


Go Shoryu. Counters late attempts to 
‘stop your throw option, 


Dafeacive Nees 


Evil Ryu gains access to the Asura Senku, which is Akuma’s warping maneuver. Use it 
‘safely move out of corners when your enemy has you pinned down. In regards to 
‘snti-cir options, rely on Ryu’s LP Shoryu Ken to get the job done. You can substitute it 
for a crouching HP if you react to the jump early. Evil Ryu’s Shinku Tatsumaki Senpu 
Hyaku is also a useful reversal, it has enough invulnerability to blow through most 
sttacks performed on top of you as you're getting up. I's also usually safe to counter 
stack when blocked, 






















Punch AC 


This is sometimes worth doing to safely deal with any jump-in attempts you have 
trouble reacting to normally. This cannot be done against jump attacks that are 
performed late, however, in which case there's enough time for your opponent to 
block when they land. This AC is also the perfect setup for a cross-up jumping MK. 


Kick AC 


Useful for countering sweeps and other low hitting limbs. It has a tendency to miss 
against some long-range moves, so use it with caution. 





Metter Bufliding Tedmatiges 


Evil Ryu's Asura Senku recovers very quickly when performed against the edge of the 
screen. If done several times in succession at a rapid pace, this move quickly builds 
your Super Combo Gauge with little effort. If your enemy approaches you as you're 
using this technique, perform the Punch version of the Asura Senku the opposite 
direction to fly past your foe unharmed. 











wetoecwicte ews ze 
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and Sequence 

LK x 2-3.<> HP Had Ken or Level 1~3 Messatsu Go Shoryu 

19 MP linked into crouching MK <> HP Hado Ken or HK Tatsumaki Senpu Kyaku 
Gee iTHK, crouching HP => HK Totsumoki Senpu Kyaku or Level 1-3 Messotsu Go Shoryu 


Wher enemy is cornered, jump-in eorly MP (2 hits), crouching MP linked into crouching MK 
= *X Tatsumaki Senpu Kyaku 


Wher enemy is cornered, jump-in early MP (2 hits), crouching HP <> Level 2 Shinku 
Teeemoki Sonpu Kyaku, juggle with an immediate Level | Messatsu Go Shoryu 


Gestom Combes 

#1) Level 1 Ground CC 

Soeching HK <> HK Tatsumaki Senpu Kyaku <> HP Shoryu Ken 
#2) Level 3 Ground CC 

Poeching HK > LK Tatsumaki Senpu Kyaku x 6 

23) Any Level Chip Damage CC 
ead Ken x W 


























nq 








2 CobCacia 
ky Gen’s overall objective is to establish close-range; where his most damaging capabilities become 
effective. However, Gen’s play style may change depending on which character you are dealing with 
and how much Super Meter you have. In a general sense, Ki-ryu should be played when Super Meter 
isn’t available. After building meter with Ki-ryu, switch to So-ryu and move into close-range for 
damaging results. 


BAaa® iij«@ 





TTT - 
Paes ireweaktne aA @ 


Gen has two entirely different stances available to him. These stances come packed 
with completely different normal and special attack move sets. Switching between 





Charge =, > + Any Punch 



















stances is instant, meaning there's absolutely no-recovery period whatsoever for | Shakudan While jumping, press HK twice (First HK must hit) 
doing so. You can also switch stances at any time, regardless of what's happening fo Oga Charge #, » or # + Any Kick 
your character. 


Ouga Options 
Anscisu Kems So-170 (Press FFP ef emy time) 
Command | Action 


Name | Command : After reaching wall, » Initiates « leaping jump kick towards opponent. 
Hynkurenkou Press Any Punch rapidly After reaching wall, « Cancels wall attack, causing Gen to drop to the ground 


», +,» + Any Kick, press kick 7 more times after the initial 
hit for additional hits, 











After reaching wall, + Moves Gen to the ceiling after wall bounce 
After reaching ceiling, ¢ | Cancels ceiling attack 

After reaching ceiling, « | Gen performs a dive kick to the left 

After reaching ceiling, + _ | Gen performs a dive kick to the right 

ame ommand After reaching ceiling, + | Gon performs a dive kick downwards 


Gekirou 








Super Combos 





Ton'ei tem bce + Any Punch 


Shitenshu tee toes + Any Punch 
Gen’s Alpha Chains 


Gen’s So-ryu stance has the unique ability to cancel normal attacks directly info each Fath 
other. This allows you perform lengthy chain combos that consist of a flurry of normal 
attacks, The limitations to these chains are based on attack strengths. He cannot chain 
stronger attacks into weaker attacks. He can, however, chain then same strength of 
attack into another, as long as it’s a Punch button to a Kick button. 








While jumping, ++ #4 + Any Kick 
bcm ba + Any Kick 

















| Action ; 
—_—— 
Gen jumps to the ceiling i] 
Gen jumps towards right wall 

After reaching wall, HK Gen performs long jump kick towards opponent 


‘fier reaching ceiling, LK | Gen performs a dive kick to the left 
After reaching ceiling, HK | Gen performs a dive kick tothe right 































——— — —_ —_ 


















to Accomplish Gen’s Objective 


“}=2 Super Meter is empty: Ki-ryu Stance When Super Meter is available: So-ryu Stance 








sbjective in this stance is to build meter while taking an occasional shot at your You goal is to land crouching MK «> Level 2~3 Zan’ei, « Custom Combo, or a Punch 

Use the Oga to avoid your enemy (see Advanced Tactics) and to make periodic throw near a corner (followed by a quick change to Kisryu and an immediate Jakoha). 
when they are least expected. Stop your enemy’s jump attempts with crouching Position yourself just outside of your enemy's maximum attack Tonge. Move in and 
‘end be cautious of their attempts to stop your Oga with early jump attacks. out of the distance to coerce your enemy into attacking you. If they attack while 
you're backing away from them, punish their missed move with crouching MK => 
Level 2~3 Zan’ei, or a Custom Combo. Carefully move into attack range on occasion 
‘and poke with crouching MK or crouching HP. Crouching HP tends to catch some 
jump attempts before they even leave the ground, so have little fear if your enemy 
tries to jump over it a little too late, 
Walk way into attack range and use an 
occasional crouching HK to catch your 
enemy's backward movements. If it hits 
your enemy, they will fly unusually far 
backwards, bringing them closer to the 
corner, 











> scaition to meter building and general annoyance, this stance is highly effective 
“sensi projectile oriented characters. The MP and HP Jasen in particular can be used 
> eH under projectiles at mid-range, His Oga attack is also helpful against characters 
Pe Ry, Ken, and Charlie, allowing him to bounce off of nearby walls to counter 
“se epated projectiles or attack from angles that are difficult to use anti-air attacks 
‘sens His Kick Alpha Counter is also effective against their projectiles, which leads 
ink of damage and a knockdown 
ckly switch to So-ryu when you 
it and go for a follow up). Against 
ie, whose projectile is much higher 
© %e air than most, use crouching MK 
eose-range to duck under his Sonic 
and counter them. 




























So-yu, Gen's ability to chain normal attacks together ensures that he can attack in a flexible, yet damaging manner. His most used combo is crouching LK x 2.<> crouching 
WF > crouching HP. Since this combo starts off of a verifiable opening (crouching LK x 2), it’s useful to stop the combo after the first two hits if it doesn’t connect in order to 
Pee secondary attacks. The following section illustrates the options available to you depending on whether or not crouching LK x 2 hits. 


















‘| Chain the second hit into crouching MK 


hin th second into crouching WKY) | 
«© caoehng HP | 


‘fit connects: | & level 2-3 Zan'ei 


Walkup and throw your ( Switch to Kenyu stance ond Immediotely ump forward and 


‘opponent. Works only when [5] perform standing MP May catch go For a cross-up MK. Punishes 
your opponent is afraid of your opponent off-quard if they recovery-heavy attempts to 
every other opti ‘ore expecting a low attack. attack you after crouching LK 
- x2. This option is aso difficult 
for novice players to block. 


Defemaive Netes 


In Ki-ryu Gen’s defense is a little more 
palatable. Crouching HK ond jumping 
HK both work well against most jump- 
in attempts. He also has access to the 
Jakoha, which is an ultra powerful aerial 
grab technique. It must be performed 
foirly early against a jump to grab-a 
challenger, so use it with caution. 


So-ryu Stance 
Punch AC. 


In So-ryu the Gekiro is Gen’s only real anti-air option outside of an Alpha Counter or 
Custom Combo, It beats most jumping attacks with no problems, however, NEVER go for 
the follow up hits past the first 4 (press Kick rapidly shortly after first initiating it). Going 
for the full damage is impossible f your enemy performs a Recovery Roll, which avoids 
the remaining hits and leaves Gen vulnerable to counter attack. 








Kick AC 





This damaging punch counter attack 
doesn't knock your enemy down, leaving 
them close fo you. You don't have much 
advantage to work with if you do land it, 
but it’s usually enough to stage an attack 
afterwards. 





Use this Alpha Counter against jump 
attacks that are performed very early in 
the air. Don’t attempt to use it against 
deep jump-ins; in most cases your enemy 
will land and be able to block before the 
attack hits. 


Ki-ryu Stance 
Punch AC 














Effective against close-range ground 
attacks and some jumping maneuvers. 
It deals a massive amount of damage, 
making it well worth the meter loss in 
most cases. 















Kick AC 


This is extremely effective against 
blocked projectiles at mid-range. It also 
beats most ground based attacks with no 
trouble, Go for a cross-up jumping MK 
afterwards! 





(advanced) Tactics) 
Se-nyue Siemcling LP Pressure 


Establish point-blank range and attack your enemy with repeated walking standin 
LPs. If your enemy is taking a defensive stance, walk forward and throw them. If yor 
believe their aim is to counter your pressure tactics with a quick normal move, go 

‘on immediate crouching LK «> crouching MK <> crouching HP to punish their attemy 
Mix in an occasional Ki-ryu standing MP or a walk up Custom Combo to keep yo 
opponent guessing. 





Gen’s Oga can be used to keep away from your enemy. This is specifically helpi 
for building Super Meter when you don’t have it. To do so, wait for your enemy 
approach you when you're cornered, then use the Oga to fly to the opposite wa 
When you reach the wall, hold the directional pad towards it to fall without performin 
an attack. This can be repeated indefinitely until your Super Meter is filled. The only 
thing you need to keep an eye out for is your enemy’s jump attempts to hit Gen 
he jumps towards the opposite wall. Anticipate these atfempts and punishthem 
whiffing a move to get your opponent fo jump. 





G@ie2Chiitznss 


‘Sen's jump speeds change dramatically in Alpha 2 Gold. In So-ryu his jump is faster 
‘eed lower to the ground, while his jump in Ki-ryu is slower and longer. His Gekiro has 
‘ee been tweaked; it’s now easier to follow up with the remaining 7 hits after the 
ost has connected. Unfortunately, this attack now deals much less damage in Custom 
‘Tombos than it did before, making his high damage Gekiro Custom Combos almost 
eless. 





Command Sequence 
So-ryu stance, crouching LK x 










































Ké-ryu stance, Punch throw your enemy into a corner, then juggle with a Level 2~3 Jakoha 












#1) Level 3 Anti-air CC 
HK Gekiro (hesitate after it hits, then press HK 4 times rapidly) x 3 
#2) Level 3 Gekiro CC 


Crouching HK => HK Gekiro (hesitate after it hits, then press HK 4 
fimes rapidly) x 3 
















into play. 


+ or +MK or HK, ess any button r idly 


While jumping, holding any direction + MP + HP. 











Name | Command 
Bushin Gokusa Ken. LP> MP > HP > HK 
2Hit String [Me => HP 

| Command 











++ MP in gir 





Kubi Kudaki 
Kamaitachi 
Sonkaku Tobi 
Bushin tzuna Ofoshi 
tzuna no Hiji Otoshi 
Hayagake: Kubikari 
Hozanto 

Bushin Senpu Kyaku 


s+ HK 

Jump against o wall, press > 
+x + Any Punch, then press Any Punch 
tr + Any Kick 

4% + LK, then press Any Kick 
Fa + AK, then press Any Kick 
4% +HK, then press Any Kick 
tee + Any Punch 
tee + Any Kick 



















































Bushin Hasso Ken 
Bushin Gorai Kyaku 





[ex x + Any Kick 








Guy's most damaging options are only available when he’s next to his opponent. Since 
this is the case, your goal when playing Guy is to slip in past your enemy’s defense and 
establish close range. Once there, his damaging combos and rush down tactics can come 














How to Accomplish Guy's Objective 
Option _1: Establish Guy's mid-range offense 





Very few of Guy's attacks consistently knock his opponent down. This makes it difficult 
to rely on scoring a knockdown to mount a close-range attack, Instead, your focus 
should be to look for an opportunity to use Guy's Hayagake or Bushin Flip to move 
into close-range when your opponent isn’t looking for them. This requires you to 
mount a convincing mid-range offense in order to scare your opponent into taking a 
defensive stance. 





Abuse Guy's crouching HK os an all-purpose poke. When performed from afar, this 
speedy low attack is completely safe to counter attack. Use it to punish missed moves 
and fo attack your standing foe when their focus is ground movement. Be cautious of 
your opponent's attempts to evade and counter crouching HK by jumping straight up. 
If you anticipate the jump, punish it with Guy's standing HK. 


Crouching MK is also a worthy normal attack, It beats many often-used low attacks for 
free (like Ryu’s crouching MK). It also stays active for a long period of time, making 
it difficult to punish if you miss with it. In cases where you hit a missed move, cancel 
it into a LK Hayagake (or a Bushin Flip) = 
to use the Hitstun to apply pressure and 
move into close-range. 











When your opponent becomes wary of 
your offense, walk into attack range and 
initiate a far standing MP. Cancel it into 
a LK Hayagake or a HP Bushin Flip to 
move into close-range. 


Option 2: Perform a Kick Alpha Counter 





Block an attack at close-range and 
perform Guy's Kick Alpha Counter. 
Alpha Counter knockdowns cannot be 
recovered from using the Recovery Roll, 
so any follow up attack afterwards is 
guaranteed. 
















OGiemsive Notas 


‘Seuching LP linked into the standing MP <> HP chain is Guy’s best attack opening, The final hit cancels directly into a LP Hozantou for heavy damage. Although this is a difficult 
‘4 10 do with any sort of consistency, if crouching LP is initiated early (when your enemy is standing up) so that it hits much later then normal, it becomes much easier to 
perform. Additionally this combo gives you plenty of time to confirm if it's hitting or not, which enables you to cancel the chain into one of Guy's many mobility based special 
‘socks if it doesn’t hit. The subsequent example illustrates the options available to you depending on whether or not this combo connects. 













Cancel HP into LK Hayagake. Press 
UK after the dash to stop it as early as 
possible. When you recover from the 
dash, perform a Throw or MP> HP <> 
LP Hozanto, 






‘Fits blocked 








Befemeive Netes 

ding LK and crouching HP are your most consistent anti-air options. Both can 
canceled into a HK Bushin Senpu Kyaku or a Level 1 Bushin Hasso Ken for soli 
mage. A standalone Bushin Hasso Ken also works well as anti-cir. At Level 3 it 


Smrinates 50% of your enemy’ lifebar, making it well worth your while to try this 
‘weicif the opportunity arises. 











r 


Cancel HP into a MP Bushin Flip. Come 
out of the flip with a late Izuna no Hii 
Otoshi or a Bushin lzuna Otoshi (throw 
option not applicable in corners). This 
also counters some attempls to thwart 
the LK Hayagake’s follow up options. 
‘Moves Guy into close range if your 
‘opponent takes a defensive stance, 








Cancel HP into the high-hitting 
Kubikari or the low-hitting Kage 
Sukui. The rskiest of your options as 
neither attack is completely safe to 
punishment. 








The Hiji Otoshi also has the properties needed to be used as a cross-up. This is very: 
difficult to set up correctly, but its ambiguity makes it worth trying, regardless of the 
difficulty. The best way to set it up is to land Guy's Kick Alpha Counter, then foke 
a very small step back before jumping forward. The second you become airborne 
initiate Guy's Hiji Otoshi to hit your enemy in the back of the neck. If you take e 
slightly larger step back before jumping, the elbow drop should hit your enemy from 
the front, In either case, link after it hits into the combo of your choice. 





Con be used to counter some jumping 
attacks when they are performed early, 
This attack also sets up a wake up attack 
if you land it, but it’s overall much harder 
to land in comparison to his Kick AC. 
















This Alpha Counter is vital fo Guy’s game, 
Recovery Rolls make it difficult to take 
advantage of some of the knockdowns he 
eorns. This AC cannot be recovered from, 
making i! o surefire way to establish 
close-range with minimal effort. 
























€idvanced Tactics 
iif ©iedhi Usage 


First and foremost, the Hiji Otoshi attack (while jumping + + MP) changes the 
trajectory Guy flies during a jump, making him drop faster by cutting off his forward 
momentum. Since Guy's jump length is so large, this is extremely useful for performing 
jumping attacks at closer distances. Additionally, you can use this property bait and 
avoid anti-oir maneuvers. If your enemy expects you to use the full length of your 
jump to jump-in from afar, perform the jump, then immediately initiate a Hiji Otoshi 

to drop in front of your enemy without hitting them. If your enemy performs an anti- Gia Gold Differences 
air attack believing you were going to jump the full distance, the attack will miss in Guy gets his greasy hands on the Bushin Muso Renge (when Super Meter is at Level 3 
front of you, allowing you to punish it as you recover from the fall. be > ee + Any Punch in Alpha 2 Gold), which is a command throw Super 
Combo that deals massive damage. Unfortunately, this attack can be jumped away from 
if itis performed when your opponent isn’t doing anything. This makes it only usable for 
countering ground based attacks, 












































Command Sequence 


Standing MP <> standing HP <> LP Hozanto or Level 1~3 Bushin Gorai Kyaku 


Crouching LP linked into standing MP => standing HP <> LP Hozanto 
Anti-cir crouching HP <> HK Bushin Senpu Kyaku <> Level 1 Bushin Hasso Ken 


Perform Guy's Tsukami Nage throw near a corner, then juggle with a HK Bushin Senpu 
Kyaku or a Level 1~3 Bushin Hasso Ken 


Grab your enemy with the Bushin Izuna Otoshi near a corner, then juggle with a HK Bushin 
Senpu Kyaku or a Level 3 Bushin Hasso Ken 


Gustem Gomlbas 
#1) Level 3 CC 


Crouching HK <> MK Bushin Senpu Kyaku x 3 «> HK Bushin Senpu 
Kyoku 















Inazuma Kakato Wari 






TensGipasiia 


| Command 





Hado Ken 







= | Talsumaki Senpu Kyaku. 
Zenpo Tenshin 


4x + Any Punch 


vee + Any Punch, 












Tento 





$x + Select 


Well-rounded, Ken has many attack options that are effective at mid or close-range. However, # 
you want to play carefully, attacking at mid-range and using his Kick Alpha Counter to punish 
anything your enemy throws at you is a smart and effective way to play. Your objective when 
playing Ken is to pressure your enemy at mid-range. When you have the Super Meter to do so 
counter your enemy’s offense with Ken’s incredible Kick AC to pull through with a lead. 



















Shinryu Ken 






doce tem + Any Punch 


ter to 4 Any Kick, Pross Kick rapidly 
























How to Accomplish Ken’s Objective 


Option 1: Establish Ken’s mid-range offense 





Ken's Hado Ken and Tatsumaki Senpu Kyaku are not as good as Ryu’s. He can utilize 
the same normal attacks that Ryu can (crouching MK, standing LK, and crouching 
HK), in addition to his long reaching standing HK, but he doesn’t have the seemingly 
instant HP Hado Ken that Ryu wields. 


What Ken does have is more than enough to get by. The aforementioned normal 
attacks are well rounded and worth doing, and his Hado Ken is still a usable projectile. 
What's more, Ken’s utterly dominant Kick Alpha Counter enables you to safely punish 
projectiles and long-reaching normal attacks for the mere cost of a Level 1 Super 
Combo. If that wasn’t enough, his strongest Level 1 Custom Combo (refer to Custom 
Combo #1), which is useful for punishing whiffed moves and catching standing 
opponents at mid-range, deals an absurd 40% damage. 





Ken also has the Zenpo Tenshin to work with, which is a forward roll that you can cancel 
into. The LP version of this maneuver enables you to stay close to your enemy during foot 
games. Specifically, crouching HK «> LP Zenpo Tenshin leaves you at a slight advantage 
when you recover. Use it to stage mix-up patterns when crouching HK is blocked and to 
continually apply pressure fo your enemy without getting pushed out. 


Additionally, canceling crouching HK into a LP Zenpo Tenshin keeps you close enough 
to your enemy to punish Recovery Roll attempts when crouching HK hits. Because it's 
unsafe to perform the Recovery Roll against Ken, this allows you to actually gain a 
positional advantage if you punish a missed move with crouching HK (few characters 

















~ and foremost, close-range is usually going to be established by landing a 

ching HK at mid-range. Always cancel crouching HK into a LP Zenpo Tenshin if 
‘see believe i's going to hit. Doing so leaves you close enough to punish a Recovery 
‘be if your enemy attempts one. In order to always counter them without giving up 
‘sex opportunity to stage a wake up attack, immediately perform crouching MK <> 
“odo Ken when you recover from the Zenpo Tenshin. If they perform a Recovery 
‘eel the crouching MK hits, canceling into the Hado Ken for a 2 hit combo. Only the 
‘seething MK comes out if they don’t perform the rol, so you still have plenty of time 
“swolk forward and stage a wake up guessing game. 














Chain the second crouching LK into 
sanding LK => 1~3 Shoryu Reppa. 









Wolk up and perform the Tsukami 
Nage throw. Works only when your 
‘enemy is afraid of every other option, 













Walk up crouching LK «> standing 
LKe> Level 1~3 Shoryu Reppa. Beals 
‘attempls to counter your throw option. 


When it comes to defeating overly defensive players, use the Tsukami Nage (-+ + MK) 
throw overall others. I leaves your enemy directly next to you after the throw finishes, 
allowing you to follow up with a wake up attack, 


When you don’t have Super Meter available, crouching MP should be your attack 
opening of choice. It links directly into crouching MK, which can then be canceled into 
HP Hado Ken for worthy damage. Ifthe first crouching MP doesn’t hit, walk forward 
and throw your opponent or perform an immediate crouching HK => Zenpo Tenshin to 
punish attempts to counter the throw. 


With Super Meter, Ken’s close range offense capabilities revolve around his crouching 
LK x 2 opening. Crouching LK can‘be chained into standing LK, which can then be 
canceled into a Level 1~3 Shoryu Reppa for massive damage. If crouching LK x 2 is 
blocked, use the extended Blockstun after the attack recovers to initiate a secondary 
attack. The following illustrates what options to take depending on whether or not 
crouching LK x 2 connects. 














Crouching HK > LP Zenpo Tenshin, 
Beals early attempts to attack after 
your enemy hos left Blockstun, Aso 











Defemaive Nees 


‘Ge the LP version of Ken’s Shoryu Ken to counter jumping attacks. The MP version is 
sceful os a reversal when you're getting up from a knockdown, or as a risky option 
Sepunish your enemy's extended limbs, Standing MK, crouching HP, and standing MP 
‘+60 work well as anti-cir maneuvers. If you have Super Meter, use Ken’s Shinryu Ken 
~ se punish jumps for'solid damage and a cross-up opportunity. 





‘keeps you fairly close fo your enemy. 
Come out ofthe roll with a Tsukami 
‘Nage or erouching MK «> Hado Ken. 
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Punch AC 


Can be used to safely deal with any jump-in attempts you have trouble reacting to 
normally. This cannot be done against jump attacks that are performed late, however, 
in which case there is enough time for your opponent to block when they land. 


Kick AC 


Ken's dominance at mid-range is largely due to this move. His Kick Alpha Counter 
not only has massive range, but it deals a whopping 15% damage when it hits. I's 
possible to counter pretty much any sort of poke with this attack, including projectiles. 
Ifyour opponent has a life lead on you, and you don’t want to take any risks, abuse 
this attack to its fullest to safely pull ahead. 















Gress-up MK 


If you manage to punish a missed attack with crouching HK, cancel it into a LF 
Zenpo Tenshin. When you recover, wait until your enemy is about to stand up, thes 
jump forward. Perform a late jumping MK as you pass over your enemy's head fe 
cross them up. Mix this up with an alternate jumping MK that hits the front of your 
opponent by performing it alittle earlier during the jump. In either case, if the attack 
hits, link standing MP <> HP Shoryu Ken afterwards. 


aneasese whee A 







Ken gains access to a new normal attack, which is close standing HK. This attack 
bolsters a massive amount of advantage after it when itis blocked, enabling a Ken 
player to link crouching MK or HK afterwards. I’ also cancelable, which gives Kenan 
easier opening for Shoryu Ken combos when you land a jump-in. 





Seething MP linked into crouching MK => HP Hado Ken 





Seoching LK x 2 <> standing LK <> Level 1~3 Shoryu Reppa 





#1) Level 1 Sweep CC 
Seeching HK <> HK Tatsumaki Senpu Kyaku > HP Shoryu Ken 
#2) Level 3 Shoryu Ken CC 
ling HK «> HK Tatsumaki Senpu Kyaku <> LP Shoryu Ken x 2 ¢> 
Shoryu Ken 














































TLGonb Cacia 
Your mission as Dictator M. Bison is to corner your enemy. He has a plethora of normal 
attacks that are great for applying pressure at close-range. When your adversary’s back 


is to a wall, the options for escape become extremely limited, making it easier for you to bait 
reversal attempts and counter them for big damage. 


How to Accomplish M. Bison’s Objective 
Option 1: Throw a LP Psycho Shot and attack behind it 


When you find a moment to throw a projectile safely (i.e. when your enemy isn’t 
looking for something to jump over), do a LP Psycho Shot and walk behind it. It 
travels extremely slowly, enabling you to essentially use it as a shield whenever you 

— are trying to gain some ground. After your adversary blocks the projectile, walk 
Peycho Fall While jumping, + or + + MP or HP forward and perform a standing MK to beat anything they try after leaving Blockstun. 
Condition your opponent to be afraid of this follow up and you'll eventually be able to 


Gadhigiis walk all the way up to them and throw on occasion. Any throws or standing MKs you 


land push 
| Command land pushes your enemy ever closer to the corner. 


Charge + -+ + Any Punch The only things you need to look out for are Custom Combos used to blow throug 
Charge = > + Any Kick your projectile and vertical jumps. If you anticipate a Custom Combo, block a little 
Charge #4 + Any Kick, then hold’ = or > early fo ensure that you will defend against it safely. If your enemy jumps vertically 
Press Any Punch after Head Press over the projectile, walk forward and perform a standing HK to catch them as they're 
Charge ++ + Any Punch hold + or >, then press Punch again airborne. % 
4 ore ty + LP + MP + HP or LK or MK or HK Don't be predictable with your Psycho Shot attempts, and don’t bother throwing one 
if your enemy isn’t willing to stop your forward movements. You may have to punist 
&parG@mibas a few jumps to keep your enemy from jumping over your shots, in which case do 
an early crouching HP to meet them as they fall. Toss in M. Bison’s amazing normal 
atfacks into the mix to fortify your ground game, so you don’t have to rely on Psycho 
Shots at all times. Use standing MK as an all-purpose attack at mid-range, which is 
great for punishing whiffed moves and attacking in general. When you're a little 
loser use standing MP instead, which yields a large window of advantage after it. 
Walk forward and repeatedly do it until you expect a reversal, then block and look 
for something to punish with a Custom Combo. 

















Psycho Shot 
Double Knee Press 
Head Press 
Somersault Skull Diver 
Somersault Skull Diver 
{Vega Warp 





































| Command 
Charge + + + > + Any-Punch 
Charge + ++ > + Any Kick 












Psycho Crusher 
Knee Press Nightmare 























Dotion 2: Perform M. Bison’s Punch AC 
Soce Recovery Rolls can’t be done against Alpha Counters, M. Bison’s Punch Alpha 
‘unter is perfect for getting your enemy away from you and regaining the momentum 
the match. It also happens to deal a solid chunk of damage while blasting your 
‘eemy across the screen, moving them that much closer to the opposite corner. 





Bison's standing LK is incredible for close-range pressure tactics. Walk towards your 
‘semy and repeatedly do this attack at varying speeds. If you anticipate a reversal, 
‘Yock for moment and look for something to punish with a Custom Combo. If you 
Sieve your enemy is going to take a defensive stance, walk forward and throw 
“Sem. In cases where you believe they may try to stick out a normal attack to stop a 
‘row, perform an immediate standing MP to stop their attempt. From this point you 
‘=> move on to doing repeated walk up standing MPs while looking for the chance to 
‘move back into standing LK range. 










Defiemefive Nates 


Use an early crouching HP to punish jumping attacks performed on top of you. Against 
jumps from the front, use Bison’s standing HK. Against anything else that's giving you 
trouble, like high priority jumping attacks (Rose’s jumping LK), use M. Bison's Punch 
Alpha Counter. 


M. Bison’s Punch Alpha Counter is 
extremely fast, enabling you to perform 
it against pretty much any attack, 
regardless of how fast it recovers. It 
also sends your enemy flying across the 
screen, giving you an easy way to knock 
your enemy towards a corner. 


Kick AC 


After initiating it, M. Bison teleports behind his enemy. This enables you to score 
« free attack against your opponent if performed against a maneuver with heavy 
recovery. If done against a projectile, M. 
Bison simply teleports in place, barely 
avoiding the projectile, If done when 
near your enemy, it's possible to come 
out of the teleport with a standing MK 
or Custom Combo to nail them for a 
little damage. 













Although difficult to set up because of its slow starting speed, close standing HP has enough advantage after it to link a subsequent standing MK. This same advantage can be 
used to stage guessing games if i’s blocked. This is specifically useful after you've landed a Punch AC against a cornered opponent, a moment where there's plenty of time to 
perform standing HP early as they start to stand up. The following chart shows how to best use standing HP depending on whether it hits or not. 





mm aw 


Link a stonding MK os soon os you 
| recover from standing HP. 





Wolk up ond Punch trow your 






Perform standing MK. Beats early Welk up and perform a close standing 

attempts to stick something out after LK. Shift into the repeated walking/ 

your enemy leaves Blockstun. J} standing LK tactic mentioned in 
Se | Uifensive Notes. 


{fits blocked: opponent. Works when your enemy is 
ee — ¢ afraid of your other attack options. 





M. Bison’s jumping speed is slower overall, making it difficult to jump over and punish 
ground attacks, However, the distance he travels during the jump has been increased, 
which enables him to jump behind a LP Psycho Shot from the other end of the screen 
to get close to your opponent without risk, 



















\combos] 
Command Sequence 
Seuching MP <> HP Psycho Shot 
erp'in HK, close standing HK => HK Knee Press or Knee press Nightmare 
“Senp-in HK, crouching MP => Level 1~3 Knee Press Nightmare or Psycho Crusher | 


Sending HP linked into standing MK 
Goss-up LK, standing MP linked into standing LK 


Gosiem Gombbas 


#1) Any Level Knee Press CC 

















Gouching HK <> HK Knee Press x IM. 
#2) Level 3 Chip Damage CC 
Throw repeated LP Psycho Shots as quickly as possible. 




















Qinbackpstn 
: Rolento’s objective depends on whether or nota full bar of Super Meter is available 
When it’s not available, your goal should be to run away from your opponent and 
build meter. When it is available, move in for the kill and pressure your opponent into 
making a mistake. When they do, activate a Custom Combo and eradicate 80% 
of their lifebar with Rolento’s High Jump Custom Combo (refer to CC #1 in the 
Custom Combo section). 


How to Accomplish Rolento’s Objective 


When you have meter: Establish Rolento’s mid-range 
offense 





Apply pressure with crouching HP and crouching HK. Use crouching HK to punish 
whiffed moves, or to catch a mobile opponent standing os they walk backwards. 
Crouching HP is to be used offensively whenever your opponent is in range for attack. 
Throw the occasional HK Stinger when your opponent is being defensive. Rolento 
recovers just before the knife is blocked, so use the advantage you have to mount a 








| Command 






































High Jump Tap # or x, then press ® or # follow up attack. Walk forward and perform an early crouching HK, a late throw, or a 
Spike Rod While jumping, + + MK (may be repeated) late Custom Combo activation to punish attempts to counter your throw option. 
faked Sah A good way to bait an attack and safely 
Patriot Gila $x + Any Punch x3 land a Custom Combo is to perform the 
Mekong Delta Air Raid $+ + Any Punch, then press Punch again roll segment of the LP Mekong Delta 
Mekong Delta Escape ++ +Any Kick, then press + or + to move Air Raid when you anticipate a ground 
Mekong Delta Attack Press LP-+ MP-+ HP then press Any Punch attack, The best way to go about this is 
Stinger > 4% + Any Kick, then press Any Punch or Any Kick by walking into attack range then quickly 
Thick ing Press or > + LK + MMK + HK just before landing from rolling away. If you see an attack miss, 
Jump activate a Custom Combo and proceed to 





g @ b pummel them for 80% of their lifebar. 


When you don't have meter: Run away 











Name Command 
r | 3 Move out to long-range and concentrate on building Super Meter. Repeatedly whiff 
Take no Prisoner tur dus + Any Kick aaa " 
ri the roll segment of the LP Mekong Delta Air Raid to quickly accumulate meter. When 
‘Mine Sweeper [ore +e + Any Punch | 





your opponent approaches you, perform the Mekong Delta Escape, then hold - to 

fly over your unsuspecting foe to the other side of the screen. Come out of the jump 

with a jumping HK to build a little more meter, then continue to roll backwards when 

you land. Repeat until the desired amount of Super Meter is obtained. Be careful of 
early jump attacks used to counter the 
Mekong Delta Escape as you leave the 
ground. Anticipate these attempts and 
bait them by whiffing a crouching LP. 
When they jump, counter their folly with 
the anti-air attack of your choice... 










| 
: 
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semcive Nokes 


ding LP is extremely important as a pressure tool. Its starting and recovery 
smations are very short, enabling you to walk forward and repeatedly perform this 
ck with little risk of retaliation, The timing on each walk up LP must be adjusted 
ding on how early you believe your opponent will attack, however, if they 
pt to attack in-between each LP the LP will most likely beat whatever they 
‘F you anticipate a standing LP is going to hit, i's possible to link a crouching MK 
swords for a 2 hit combo. Once your adversary is afraid to counter your offense, 
in the occasional walk up throw to get them anxious to attack again. You can 
jump forward and go for a cross-up MK if you anticipate a ground attack with 
recovery. What's more, walking forward and activating a Custom Combo is a 
aging way to punish your enemy's attempts to counter your throws. 


ding MP is very effective against jumping attacks, as is jumping LP and standing 

Your only other option outside of normal attacks is Custom Combos, which isn’t 

ative since Rolento’s anti-air Custom Combo deals insane damage (refer to CC #2 
the Custom Combo section). 












Afsha 
Punch AC 


This Alpha Counter has some use against close-range attacks, inflicting solid damage 
‘and netting a knockdown, Unfortunately, it tends to miss the last hit from any further 
‘away, leaving you at a disadvantage. 





Kick AC 


Instead of dealing damage, Rolento flies past his enemy with a jump. This is useful for 
escaping corners, and swapping your negative positioning with your enemy's. It also 
has some use against projectiles, enabling you to counter them from close-range and 
activate a Custom Combo to punish their recovery. 








Melong Delia Escape Thidkeny 


The Mekong Delta Escape is easily one of the most flexible mobility options in Alpha 2. The ability to control the distance Rolento flies after he leaps from the wall enables yor 
to dictate exactly where he lands. Not only is this helpful for dealing with projectiles, but it’s possible to force your opponent to guess whether it’s safe or not to use an anti-cir 
against Rolento’s jumping attack. The following illustration shows how to best use the Mekong Delta Escape depending on how you believe your opponent will react to it. 










After leaving the wall, hold + before Rolento reaches your opponent. If done correctly, 
Rolento will drop a sweeps distance away from his opponent. Any anti-air attempt should | 
whiff in front of you, which can be punished with a crouching HK or a Custom Combo. 


After leaving the wall, hold > until After leaving the wall, input no 
Rolento passes aver your opponent's directions and simply perform a late 
head, and then press + to steady his jumping HK during your descent. Hits 
flight path. Perform a jumping MK, your opponent fram the front. 

which should cross-up, 

pponent from behind, 


Jump attacks deal minimal damage during a Custom Combo now, eliminating his 
highly damaging High Jump CC (refer to CC #1 in the Custom Combo section). His 
grenade taunt (Select button) also hits now, but it deals minimal damage. 















Command Sequence 
Goss-up MK, crouching LP x 2 <> HP Patriot Circle 
Sonding LP linked into crouching MK 


Perform an early standing MP when your enemy is about to stand up, timed so that it hits 
ite then lnk crouching MK 


Gesiom Genbas 
#1) Level 3 Big Damage High Jump CC 

















Gouching HK «> forward High Jump => jumping LK x 3 <> forward High Jump «> jumping LK x 3 
© forward High Jump <> jumping LK x 3. 


#2) Level 2 Anti-Air CC 
Anii-cir standing MP <> High Jump => jumping HK x 3 <> High Jump => Jumping LK x 3 




























Your objective with Rose is to establish mid-range and use higher priority moves than your opponent. 
(A note from Alpha 2 player David Sirlin: Her main goal is to use crouching MP!) When playes 
correctly, your enemy must resort to risky measures to defeat Rose’s incredible crouching MP 
These measures can be dealt with using Rose’s Punch Alpha Counter, which leads to free 
damage against any blocked attack. Once your opponent is afraid to attack, the window 
to move in opens, allowing you to establish Rose's sirong close-range options. 





How to Accomplish Rose’s Objective 
Option 1: Establish Rose's mid-range offense 





Despite its harmless appearance, Rose's crouching MP'is one of the most effective 
moves in the game. Position yourself in front of your opponent, so that you are just 
barely far enough away for it to miss, then rapidly whiff this move in front of them. 
This effectively creates a little wall that’s dificult to breach. Attempting to attack you 
while crouching MP is extended results in their move running into it on start up. Your 
enemy has little choice but to back away from you a little in this situation to gain 
some breathing room. It's possible to use Custom Combos to blow through a crouching 
MP to walk up and Alpha Counter at the last moment, or to just sweep in-between 
each crouching MP, but all three of these options are very difficult to do and easily be 







Sliding 
Soul Spark 
Soul throw 









24x + Any Punch 
> $s Any Punch 
















sal i eee wt anticipated, since they are the only options available. 
Soul Spiral [ex = Any Kick 





Because your opponent is going to take measures to back away from crouching MP 
H S&parGiitas use crouching HK to catch them as they stand up to move. If you believe they are 

going to attempt to attack in-between each crouching MP, anticipated it and block te 
| Command score a Punch Alpha Counter combo (refer to Alpha Counter section). 


tee bee + Any Punch 
dx gum + Any Punch 


















Aura Soul Spark. 


If you're ever pushed outside of crouching MP range, resort to basic foot games, Use 
Aura Soul Throw 


- “ crouching HK to punish any missed attacks you bait through movement. If you want 
Soullliston paceigs Aly Kick fo get close again, use Rose's Sliding (x + MK) from as far away as possible to quickly 
move back into crouching MP range. If it hits as late as possible, you should have © 
very small window of advantage to work with when you recover. If you misjudge the 
distance, andi hits too close, you'll be left at a disadvantage. Block when you recover 
cand Punch Alpha Counter anything your enemy tries to attack with! 































‘teee's main attack opening is cross-up MK. Like any cross-up, you can perform it at a varying points during the jump to purposefully have it hit your enemy in the front or back, If 
bis, link crouching LP <> crouching LK, linked into crouching MP <> LK Soul Spiral. IFit doesn’t hit, throw your opponent, or go for crouching LP linked into crouching LK. You have 
several options at your disposal depending on whether or not crouching LP => LK connects. The following illustration shows what actions to take depending on what occurs. 











Wolk up and Punch throw your 
opponent. Works only when your 
enemy is afraid of every other option. 


Wolk forward and go for crouching =| Wolk forward and activate « Custom 
LK linked into crouching MP <> LK Combo. Catches attempls fo counter 
Soul Spiral. Beats attempts to counter your throw for big damage. Strictly 
your throw. K | beats anything your enemy tries that 
doesn't have invulnerability. 













‘Souching HP is a fantastic anti-air maneuver. It’s possible to cancel this attack directly. 
oa Level | Soul Throw for massive damage. Against those rare anfi-air attacks that 
-souching HP can't beat, a standalone Level 1 Soul Throw, or a Custom Combo, are 
Se other options at your disposal. 









‘Tese’s Punch Alpha Counter is a great option to use when you're receiving any sort of 
-serwhelming pressure. It leads into free combo opportunities when you successfully 
‘eed, which is pretty much always. 














Punch AC 


Rose's Punch Alpha Counter is very unique and very dangerous. After she tosses her 
opponent aside they're left vulnerable for a short period of time. It's possible to take 
advantage of this momentary window of Hitstun and link a combo after it. This is an 
incredible advantage to have because Rose deals massive damage when she gets an 
opening, Additionally, this AC happens to swap your positioning with your enemy's. 
When used strategically, this is helpful for quickly getting out of corners, giving your 
terrible positioning to your enemy. Use this AC as much as needed to turn the tide of 
the match in your favor! 





Kick AC 


This Alpha Counter is useful for 
countering sweeps and other low hitting 
attacks. It's also useful as a measure to 
counter projectiles thrown at mid-range. 
Use the knockdown to go for a cross-up 
MK! 





Soul Refilea? 


The Soul Reflect has a variety of uses against projectiles. The LP Reflect absorbs 
projectiles, increasing your Super Meter by a large amount. Absorbing projectiles in 
this manner also boosts the damage and stun damage Rose’s Soul Spark inflicts by a 
small amount. This amplification is exponential, increasing as you absorb more and 
more projectiles. At full strength, the Soul Spark can deal a massive 30%. The damage 
boost only affects one Soul Spark, however. The only exception to this rule is Custom 
Combos, in which case every Soul Spark within the combo will deal the full amount. 
Following this rule, it’s possible to absorb 7 projectiles, activate a Level 3 Custom, then 
do crouching HK canceled into repeated LP Soul Sparks to instantly kill your opponent 
with one combo! 


The MP and HP Soul Reflect bounce projectiles back towards your opponent. The MP 
Reflect bounces them forwards, while the HP version fires them upwards at a 45- 
degree angle. This is incredibly important to keep in mind against projectile oriented 
characters like Ryu and Charlie. In Charlie's case, his entire ground game revolves 
around his LP Sonic Boom, which he walks and jumps behind to safely establish a 
desired position. If you believe he’s going to throw a LP Sonic Boom and jump behind 
it, use a HP Soul Reflect to bounce the Sonic Boom upwards and punish the jump. 








. — 

























In cases where Charlie just walks behind a LP Sonic Boom, use the MP Reflect to bounce 
it towards him, and then start walking behind it to gain your desired position. 


Reflecting projectiles is effective, but don’t get faked into performing a Soul Reflect 
for no reason. Most characters can activate a Custom Combo to blow through your 
reflected projectile if you're obvious about i. 


Soul Musto Tadiies 


Rose's Soul Illusion has several interesting uses outside of combos. The first is it 
‘amazing ability to deal massive amounts of Chip damage when used in combinatior 
with her HK Soul Spiral. The method to do so is simple, activate the Soul Illusion, thes 
perform + + MK to get close, then link crouching MP <> HK Soul Spiral. The HK Sow! 
Spiral deals a whopping 10-15% of block damage in this situation, 


Another trick is a defensive measure against jumps. Activate the Soul Illusion, and 
if your enemy happens to jump towards you, initiate Rose's + MK to slide under 
your enemy. If timed correctly, the illusion duplicates should catch your enemy a 
you pass behind them, allowing you to link crouching HP <> HK Soul Spiral for big 
‘damage. Since it’s a cross-up, this can be defended if your enemy blocked the opposite 
direction. This is rarely done, however, and even if they do, they will still take massive 
block damage from the HK Soul Spiral anyways. 








































Unblledctalls Soul] Gh 2 Chains 


%s possible to set up a situation where Rose's Soul Illusion duplicates become Rose now has access to a new command normal called the Soul Piede (-» + HK), which 
seblockable. This is done by creating a situation where Rose is not attacking, but her is simply a new version of Rose’s standing HK that leaves her close to her enemy. 
Satow is. One good way to set this up is to knock your enemy down with crouching Rose also receives a substantially smaller damage boost after absorbing projectiles. 
A activate a Level 1 Soul Illusion, then perform Rose's Sliding (™ + MK). Time — This damage boost is also not available when performing Custom Combos, making it 
‘he slide so it completely finishes recovering just before your enemy gets up, but impossible to do her 100% damage Custom Combo. 

% illusion Rose is still finishing her slide. The illusion’s slide is not blockable in this 
uation, and you can link crouching MP 
> LK Soul Spiral for big damage. Note 
Sai the enemy can initiate a Recovery 
Aollwhen you land crouching HK to avoid 
s but you can counter the attempt by 
seforming a Custom Combo starting 
seth another crouching HK to hit them. 



























Command Sequence 
Crouching LP <> crouching LK, linked into crouching MP <> LK Soul Spiral 
Crouching LP <> crouching LK > Level 3 Aura Soul Throw 

Jump in HP crouching HP &> HK Soul Spiral 


Cross-up MK, crouching MP <> Level 1 Soul Illusion, link directly into a Level 2 Aura Soul 
Spark 


Punch Alpha Counter, link crouching MP => LK Soul Spiral or Level 2 Aura Soul Spark 


* you perform a Punch Alpha Counter against an enemy while they are doing a 


‘SGsiom Combo, they'll end up facing the opposite direction after Rose tosses them to #1) Level 1 Soul Spiral CC 

e side. Perform the typical combo in ths situation consisting of crouching MP => LK Crouching HK e> LK Soul Spiral x 2.<> HP Soul Throw 
Sou! Spiral, After the combo, your enemy continues to face the wrong direction as they 
Sort to stand up. Although they turn around and face the correct direction one frame 
‘ier they fully stond up, if you force them to get up into an attack, they actually 
Seve to block it with a reverse control scheme. In other words, your enemy most block 
Sending attacks by holding forward on their controller. 

























Tere are a few ways to take advantage of this. One example consists of simply 
‘eping towards your unsuspecting foe after you a land Punch Alpha Counter <> 
‘seuching MP <> LK Soul Spiral, Perform a late jumping HK linked into crouching HP 
© HK Soul Spiral, timed so that the first hit meets your enemy just as they stand up. 
7s of course must be blocked the opposite direction, which isn’t going to happen if 
sur enemy has never heard of this exploit before. 






A Ryu player's main goal is to grind opponents down with HP Hado Ken, while fortifying an iron 
defense. Apply pressure and lure your enemy to jump at you, attack at mid-range, or perform any 
other risky action that you can punish with a Shoryu Ken or a Custom Combo. 








| Command 
> +MP 






Sakotsu Wari 
















Senpu Kyaku > + MK 

















Hodo no Kamae +x + Select 
Hodo Ken $x + Any Punch 
Shoryu Ken 4% + Any Punch 








4 Tatsumaki Senpu Kyaku | ++ + Any Kick (may be performed while jumping) 








&parGaiias 


| Command 
dup bom + Any Punch 








Shinku Tatsumaki Senpu 


Kyaku $e + Any Kick 







































How to Accomplish Ryu’s Objective 
Option 1: Establish Ryu’s mid-range offense 





Ryu’s ground game mostly revolves around his Hado Ken, which comes out extremely 
fast and knocks down at close range. Because it takes 1/5th of a second for block 
fo register in Alpha 2, Ryu’s close range HP Hado Ken seems almost impossible to 
block on reaction to its release. Stand just outside of your opponent's maximum 
attack range. Adjust your position to match theirs when they move around. From this 
distance, Ryu’s Hado Ken is very difficult jump over on reaction. Anticipate when your 
opponent may try to attack, then throw a HP Hado Ken. Fake Hado Kens by whiffing 
the occasional LP. This may trick your opponent into jumping towards you. If they 
jump, counter it with a late Shoryu Ken. If they don’t take the bait, immediately throw 
another HP Hado Ken to push them away from you. 


Toss a basic ground game into the mix fo add another layer of options. Other pokes ot 
your disposal include crouching MK, standing LK (which has surprisingly good range), 
and crouching HK <> Hado Ken. If you think your enemy is looking to Alpha Counter 
‘one your attacks, reverse their attempt 
by buffering a Shinku Hado Ken or MP 
Shoryy Ken whenever you perform 
a crouching MK or HK. If at any point 
your enemy misses an attack, punish 
the recovering attack with crouching HK, 
crouching MK <> Level 2~3 Shinku Hado 
Ken, or a Custom Combo. 













Ofineive Nales 


es close-range offensive capabilities revolve around his crouching LK x 2 opening. Crouching LK can be chained into standing LK, which can then be canceled into a HP Hado 
Sor Shinku Hado Ken for solid damage. If crouching LK x 2 is blocked, use the extended Blockstun after the attack recovers to initiate a secondary attack. The following 
Ssstrates what options fo take depending on whether or not crouching LK x 2 connects. 


Chain the second crouching LK into 
stonding LK > HP Hado Ken or a Level 


1~3 Shinku Hado Ken, 











2 Wolk up and Punch throw your Walk up crouching LK <> standing LK Grouching MK => HP Hado Ken, 
If it’s blocked: opponent. Works only when your => HP Hado Ken or Level 1~3 Shinku Counters early attempts to stop your 
= . Hado Ken. Counters late attempts to throw option. 


enemy is afraid of your ofher options. 





stop your throw option. 


Defensive Neiies 


Use the LP version of Ryu’s Shoryu Ken to counter jumping attacks. The MP version is 
sseful os a reversal when you're getting up from a knockdown, or as a risky option to 
sunish your enemy's extended normal attacks. Ryu’s Shinku Tatsumaki Senpu Kyaku 
6 also a useful reversal, it has enough invulnerability to blow through most attacks, 
while still being mostly safe to counter attack. 


EEE el 
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Can be used to safely deal with any jump-in attempts you have trouble reacting to 
normally. This cannot be done against jump attacks that are performed late, however, 
in which case there is enough time for your opponent to block when they land. 





Kick AC 


vue 


Useful for countering sweeps and other 
attacks that hit low. Specifically, useit to 
counter the ending segments fo certain 
pressure patterns, like Rose's crouching 
HK after she's forced you to. block 
crouching MP-=> Crouching MP. 





Enapty Jemap-ia 


Ryu has a useful tactic that you can use, if you land a combo near a corner, that ends 
with his HP Hado Ken (the version that knocks down). After it hits, immediately jump 
forward after you recover from the Hado Ken. Do nothing during the jump, simply 


land, and go for crouching LK x 3 <> HP Hado Ken. After the second knockdown, wait 
about o quarter of a second then jump forward again. Come out of the jump with an 
extremely late jumping LK, then link crouching LK x 2 «> HP Hado Ken afterwards, 


The basic idea behind this tactic is to make it difficult for your enemy to tell whether 
you're going for a high or low attack. It's very difficult to judge whether Ryu is going 
to simply land from the jump and go low, or perform a late jumping attack. This 
makes the high/low aspect of this tactic very convincing and very difficult fo block. 


Keep in mind that it’s possible for your 
enemy to perform a Recovery Roll 
fo avoid this tactic. Discourage your 
opponent from trying them by punishing 
the roll with crouching HK when you 
recover from the HP Hado Ken. 














Ryu’s Hadou Ken receives a damage decrease, and also loses its knockdown properties 
when it hits ot point-blank range. In return, he gains the fiery Shakunetsu Hado Ken 
(+ 2 $%- + Any Punch), which is a poor substitute for the devastating loss. 





i 


ee a 
hing LK x 2.<> standing LK <> HP Hado Ken or Level 1~3 Shinku Hado Ken 
ching MP linked into crouching MK ¢> HP Hado Ken or Level 1~3 Shinku Hado Ken 


ching LK => crouching LP. linked into crouching MP <> HP Hado Ken or Level 1~3 
Saku Hado Ken 





‘ess up MK, crouching HP <> HP Shoryu Ken 


en enemy is cornered, rly jump in HP, crouching HP > Level 1 Shinku Tatsumaki 
‘Seopu Kyoku, immediately j iuggle with Lovel | Shinku Hod Ken 
‘When enemy is cornered, early jump in MP (2 hits), crouching MP linked into crouching MK 
= LK Totsumaki Senpu Kyaku, then immediately juggle with a Level 1~3 Shinky Hado Ken 





Gaston Gonbas 
#1) Level 1 

souching HK «> HK Tatsumaki Senpu Kyaku «> HP Shoryu Ken 
#2) Level 1 Anti-Air CC 

Sanding MP <> LP Shoryu Ken x 2 <> HP Shoryu Ken 
#3) Level 3 Hado Ken Custom 
Gouching HK «> Hado Ken x A 





















S@G@T 
Sagat: Objective 


Sagat's strong suits are his incredible Tiger Crush Custom Combo (refer to CC #3 in the 
Custom Combo section) and his well-balanced mid-range capabilities. His long reaching 
limbs and speedy Tiger Shots enable you to apply pressure and deal damage from 
just outside of his enemy's attack range. When played properly, opponents will 
take measures to counter these options, often by jumping or carefully planning 
a ground attack. Your objective when playing Sagat is to anticipate these 
counters and punish them with his Tiger Crush Custom Combo, which deals e 
massive 80% at Level 3! 







How to Accomplish Sagat’s Objective 
Option 1: Establish Sagat’s mid-range offense 









Position yourself just outside of your enemy's maximum attacking distance. Adjust 
your position when they move around. Anticipate attacks early and throw a Tiger 
Shot to thwart their offense. If you're enemy is looking for a Tiger Shot to jump over, 
lure out the jump by whiffing a crouching LP, then punish it with a HP Tiger Blow or 
a Custom Combo. An occasional HP Tiger Shot may catch some jump*atlempls early 
if you're close enough. Walk into range and use an intermittent standing MK to push 
your enemy backwards and to catch jumps early before they leave the ground. If you 
have the Super Meter to spare, activate 
a Custom Combo if your enemy finds 
gap in your offense and proceeds to 
enter attack range. This usually catches 
them standing or performing an attack, 
in either case they can't counter the 


















Name | Command 
Tiger Connon $m o> + Any Punch Custom Combo. 


Tiger Raid tee tiem + Any Kick | 
[Tiger Genocide tur tn Any Kick | 

















Sikasive Netes 


“see'' close range options are basic, often forcing you to rely on simple combos to 
‘Se damage. However, Sagat’s Level 1 Tiger Raid is usually safe to punishment when 
‘Secked. If you're feeling lucky, this allows you to take an occasional guess and go 
Se crouching MP <> Level 1 Tiger Raid, which leads to a HP Tiger Blow near corners 
‘spenst most characters. If the Tiger Raid is blocked you're left at a slight disadvantage, 
© 2 can't perform normal attacks afterwards and hope to beat anything, If you 
“secpate an attack when you recover, perform a Tiger Blow afterwards, or activate a 
seem Combo. If you predict that your enemy will take a defensive stance and block, 
See when you recover to shatter their defense. 














Defeneive Nates 


Sagat’s HP Tiger Blow is perfect as an anti-air maneuver or as a reversal when getting 
up from a knockdown. Standing MP and standing HK also work well against jumping 
attacks. In regards to standing MP, cancel it into a HP Tiger Blow for a cool looking air 
combo! A Level 3 Tiger Cannon also has enough invulnerability to work as anti-air, 
though it’s usually better to save the meter for a Custom Combo, 





Alpha Gouniers 
Punch AC 


Sagat's Punch AC isa lackluster version 
of his Tiger Blow. Considering how 
great Sagat’s anti-cir options already 
ore, there’s really no reason to use this 
move. 





Kick AC 


This Alpha Counter can be used against 
close range attacks or early jump attacks, 
Not a bad AC, but it's still generally not 
worth using over Custom Combos, 





e** z via r y ——>—— 


‘Tiger Grudh 


Normally i's difficult to move Sagat into cross-up LK range after landing a crouching HK or a HP Tiger Blow. To compensate for this problem, perform a HK Tiger Cruse 
immediately after you recover from either move to quickly move into close-range. After you recover from the leaping knee, you have plenty of time to setup the cross-up 
ttfempt. Keep in mind that your enemy can perform a Recovery Roll to avoid this, in the case of crouching HK, so scare them into becoming passive by activating a Custors 
Combo and punishing the Recovery Roll attempt. The following diagram illustrates how to best use cross-up LK depending on if it hits or not. 







Cross-up)LKé 


















Initiate o throw when you land, Works 
when your opponent is afraid of your 
other attack options, 


l 


Pesform crouching MP=> LK Ground 
Tiger Shot when you lond, Beats 
caffempts to counter your throw option. 


Jump forward and go for another 
«toss-up LK. Tis may punish recovery 
heavy attempts to attack you after 
landing from the first cross-up LK. It's 
also dificult to block in general. 


If t's blocked: 














@hin2 Gains 


Sagat’s “fake” standing MK is much easier to perform in Alpha 2 Gold (standing MK twice 
in rapid succession). He also gains access to the Angry Charge (+™-> +x -» + Selec), 
which powers up his Tiger Blow. This damage increase only lasts for one Tiger Blow though, 
50 use it wisely. Lastly, his Level 1 Tiger Raid is endowed with a much longer invulnerability 
window, making it useful as a reversal, 





























Crouching MP <> HK Ground Tiger Shot 
= LK linked into crouching LK «> Level 1~3 Tiger Raid 
Gross-up jumping LK, standing MP <> HP Tiger Blow 


| Jump-in HK, crouching MP <> Level 3 Tiger Genocide 


When enemy is cornered, jump in HK, crouching MP <> Level 1 Tiger Raid, juggle with on 
immediate HP Tiger Blow 


When enemy is cornered, jump in HK, crouching MP <> LK Tiger Crush, juggle with an 
immediate HP Tiger Blow (works only against large characters) 


Gustom 

1#) Level 1 Tiger Crush CC 

Crouching HK => standing MP => HK Tiger Crush «> HP Tiger Blow 
2#) Level 1 Anti-Air CC 

Stonding MP <> HK Tiger Crush <> HP Tiger Blow 

#3) Level 3 Tiger Crush CC 

Gouching HK «> standing MP <> HK Tiger Crush x 4 <> HP Tiger Blow 




























Flower Kick 


Schure.s Objective 

The bustling Sakura is the master of close range combat 
She has what's largely considered to be the most flexible 
and damaging combo in Alpha 2. In addition to that, she 
has an extremely abuse-able cross-up attack and a throw 
that perfectly sets it up. The end. result is her uncanny ability 
to hit opponents once and keep the momentum in her favor 
through repeated knockdowns and set ups, Once she’s fired 
up, Sakura only has to land 3 combos to dizzy her enemy, 
making her terrifyingly effective once she’s near an opponent. 
That being said, your objective when playing Sakura is to sef 
up her cross-up MK. 












How to Accomplish Sakura’s Objective 


Option 1: Establish Sakura’s mid-range offense 





| Command 
> +MK 





Hado Ken 


4%> + Any Punch, (press Punch up to 2 more times fo expand) 





Sho'o Ken 
Shunpu Kyaku 





> 4x + Any Punch 
$e + Any Kick 








Shinku Hado Ken 
Haru Ichiban 
Midare Zakura 


| Command 
$xe tum + Any Punch 





dee tee + Any Kick 
$uo ee + Any Kick 



























Your goal at this distance is to eventually bait and punish a jump or land a crouching 
HK, both of which lead to cross-up MK antics. Play foot games and pressure your 
enemy with standing HK, which is a well-rounded poke that's fast and completely safe 
to punishment when blocked. It also tends to catch jumps as they leave the grounc 
at close-range. Throw Hado Kens to further push your enemy towards a corner and 
to get them anxious to jump. If you toss a Hado Ken and your enemy jumps, expand 
its size twice (press Punch twice after #%- + Punch) to nail your enemy out of the 
sky. In cases where you anticipate cn aggressive jump early, punish it with a Custom 
Combo or crouching HP <> HP Sho’o Ken. 


If your enemy happens to miss any attacks against you while you are moving around, 
punish the folly with crouching HK. Although it’s possible for your opponent to avoid 
0 follow up attack by doing a Recovery Roll, you can activate a Level 1~3 Custom 
Combo starting with crouching HK to catch the attempt for big damage. Once they're 
hesitant to do it, walk towards your foe and jump at them to go for a cross-up MK. 












Option 2: Jump over one your opponent's attacks 





Anticipate a ground-based attack and jump over it. If you guess correctly and your 
‘pponent does an attack, come out of the jump with jumping HK and link standing HP 
> HP Sho'o Ken afterwards to score your knockdown, If they don’t do an attack and 
san't counter your jump (because they weren’t looking for it), come out of the jump 
‘eth a late jumping HK. After you land, use the advantage to go for any basic throw 
combo mix up. In cases where your opponent sees the jump and fries to punish 
its possible to blow through it with a Custom Combo if timed correctly, ultimately 
‘coring 0 precious knockdown and a loud of damage as well 



















Chain the second crouching LK into 
standing LK > HP Sho’ Ken or Level 
1-2Midare Zakura, 










Walk up and Punch throw your), 


(lose standing HPs> HP Had) {Wolk up cauching => 
‘opponent. Works only when 


Jump forward and go for a 
Ken, Beats early attempts to 


(| standing LK <> HP Sho'o Ken «ross-up MK, This isa difficult 





















your enemy is afraid of every ‘tack you after your enemy or Level 1~2 Midare Zakura, option for novice players to 
other attack option. Sets up a recovers from Blockstun Y) Beats late attempts to counter block. Ako counters recovery. 
«ross-up MK in addition to the 


1 your throw option, heavy attempts to attack 


damage, afer your opponent leaves 















ching HP should be your anti air of choice, It's possible fo cancel it into a HP Sho'o 
ea Level 1~2 Midare Zokura for a little extra damage (though it’s usually not 

it). A standalone Level 3 Shinku Hado Ken is also very effective as anti-cir 
se of its shield-ike starting animation, 





Alpha Gounters 
Punch AC 


Can be used to beat jumping attack if performed early. It tends to miss if it’s done 
against a deep jumping attack, in. which case your enemy has time to block when they 
land. Even still, if it hits, perform.a cross-up MK afterwards to stage an attack. 





Kick AC 


This is worthy option against long reaching normal attacks and some projectiles 
thrown at close range. Also sets up her cross-up MK if t hits, making it very important 
to you if you're looking to turn the tide of the match in your favor. 





@imodineits 
Ambigueus Gress-up MK Leaps 


AAs the core to Sakura’s attack options, it’s important to learn to utilize+her cross-up 
jumping MK effectively. It’s possible to initiate it at different points during a jump to 
cause it to hit the front or back of your opponent. This is performed by doing MK early 
during the jump to get if to hit from the front, or later during the jump for it to hit 
from behind. This forces your opponent to make a blind guess every time you go for 
a cross-up. To add further confusion to the mix, some setups allow you to. perform 
an “empty” jump, which includes jumping forward and not doing a jump attack, then 
landing and going for an immediate crouching LK combo. This effectively lures your 
opponent into blocking high against what they think is a jump attack, 


The situations where it’s possible to set up a cross up MK are very specific. The first 
is after landing Sakura’s bread & butter‘combo, crouching LK x 2 <> standing LK 
> HP Sho'o Ken. It’s feasible for your opponent to, perform a Recovery Roll affer 
being hit by this attack, so scare your opponent into straying away from the idea by 
punishing it a few times with a quick combo. The second opportunity is after landing 
Sakura’s Punch throw (Sakura Jime), which sets up a cross-up attempt perfectly. In 
both situations, simply initiate'a forward jump a second before your opponent starts 
to stand up to set up the cross-up. 


If the cross-up hits, link crouching LK x 2.<> standing LK <> HP Sho’o Ken to reset the 
same situation all over again. Ifit doesn’t hit, go for a throw when you land, crouching 
LK.x 2, or Sakura’s Flower Kick overhead attack ( + MK, then link crouching Uf 
<> HP Sho’o Ken if it hits). If you land Sakura’s Punch throw, go for another cross-up 
afterwards to keep the party bumping. 


In Alpha 2 Gold she gains access to the Sakura Otoshi (> #% + Any Kick Button) 
which is a jumping punch attack that leaves Sakura extremely vulnerable fo counter 


attack. Mostly a joke attack, this move has zero uses in competitive play. 





‘amumand Sequence 





jing MP linked into crouching LK <> HP Sho’o Ken or Level 3 Shinku Hado Ken 





on a Flower Kick (-» + MK), then link crouching LK <> HP Sho'o Ken or Level 3 
Deku Hado Ken 





TReein MK, crouching HP > HP Shoo Ken or Level 3 Haru Ikan 





#1) Level 1 Ground Cc 

Seuching HK «> HK Shunpu Kyaku <> HP Sho’o Ken 
22) Level 3 Sho’o Ken CC 
Touching HK <> MP Sho'o Ken x 3 <> HP Sho'o Ken 
3#) Level 3 Anti-Air CC 

PP Sho'o Ken x 3 => HP Sho’o Ken 












Sxhnpchfaciia 
> Sodom has many strong options at middle and close-range. Using Jigoku Scrapes, apply pressure 
at mid-range to scare your enemy into taking a defensive stance. Once they're 


afraid to make any sudden attacks, move into close-range to stage Sodom’: 
damaging guessing games. 









How to Accomplish Sodom’s Objective 


Option 1: Jigoku Scrape and Slide Pressure 
= Sodom’s LP Jigoku Scrape is completely safe to punishment when blocked from os 
Shogun Throw (lov) + of > +MK or HK far away as possible. This enables you to use it as a high priority poke of sorts that 
covers both the air and the ground. From this distance your enemy is well outside of 


4 QachiGikis their own attack range, making it very difficult for them to move in. Whenever you 


perform a Jigoku Scrape at this distance, you have the option to follow up after ® 












































Name | Command with another LP Jigoku Scrape. You can also perform a MP Jigoku Scrape immediately 
Jigoku Scrape $x + Any Punch after to catch an early jump attempt, or hesitate a second before initiating another 
Butsumefsu Buster Rotate 360 + Any Punch LP Jigoku Scrape. The delayed LP Jigoki Scrape avoids and counters your enemy's 
Daikyo Burning Rotate 360 + Any Kick ‘attempts to perform a reversal-style move or a normal attack against your immediate 





























Shiraha Catch $54 Any Kick LP Jigoku Scrape. 
Koten Okiagor >4 + Any Punch when knocked down Cie ee Pee ae 
Tengo Walking PEAS KERHD RAL IT Another solid option is Sodom’s crouching HK, which is a sliding move with amazing 













range. It's useful for punishing whiffed attacks mid-range, or as a means to catch 
mobile enemies standing if they are attempting to evade attacks through backwards 


SparGmbas movement. Take caution; this attack must be performed from as far away as possible, 


or Sodom is left open to counter attack when blocked. ce 






























Name | Command 
Meido No Miyage tre be + Any Punch If you manage to land Sodom’s crouching HK, or any of his Jigoku Scrapes connect 
[Tenchu Sotsu [Rotate 720 + Any Punch against a jumping opponent, pursue your enemy with a HP Jigoku Scrape. This moves 














you into attack range while covering your enemy’s attempts to perform a Recovery 
Roll. Keep in mind that you barely recover just before they stand up, which makes i 
difficult to perform some of Sodom’s slower attack options in wake up situations (like 
lose standing MP). 






















Bahsikikgy 


Offensive Nefias 


Sodom’s Butsumetsu Buster has absolutely massive range. Enabling you to grab your opponent from unexpected distances. Additionally, the slow start up time enables the 
Setsumetsu Buster to be canceled into from Light or Medium attacks, in which case it grabs your opponent just as they leave Blockstun. This makes it easy to setup Butsumetsu 
fester ticks without having to worrying about any precise timing issues. 







When your enemy is afraid to perform a Recovery Roll when you land a crouching HK (because of the possibility of a HP Jigoku Scrape follow up), go for a cross-up jumping 
Perform the attack at different points during your jump to dictate whether it hits your enemy from the front or back (do it before you pass over your enemy's head to hit 
em from the front, or later to tag them in the back). If the cross-up hits, link close standing LK &> HP Jigoku Scrape. 





Gose stonding MP is a strong attack opening if you have enough time to do it against an enemy standing up. If it hits it’s possible to link crouching LK «> HP Jigoku Scrape 
afterwards. IF it doesn’t hit, use the advantage to stage a follow up attack. The following illustrates how to best use this opening depending on if it hits or not. 





Scrape. 

















Walk forward and throw your enemy. 
Effective when your enemy is afraid of 
your other attack options. 


Perform a semi-late standing MK Perform standing MK <> HP 
canceled into a LP Jigoku Scrape. Butsumetsu Buster. Grabs some 
Counters your enemy's attempls fo stop |] enemies who are expecting you to 
what they believe fo bea throw. cancel info a LP Jigoku Scrape 











Defiemciive Niefies 


One of Sodom’s biggest weaknesses is his lack of o consistent air defense. In most 
cases you can rely on crouching HP. however, it’s slow and isn’t always reliable against 
high-priority jumping attacks, When you are having difficulty dealing with a certain 
jump attack, your only other options are to perform a Custom Combo or Sodom’s 
Punch Alpha Counter. 


: 
: 
: 
; 








Punch AC 


This AC has incredible range, making it very useful for. punishing projectiles at mid- 
range, or to deal with early jump attacks that you may have a hard time reacting to. 
It deals great damage and knocks your enemy down, allowing you to follow up with 
awake up guessing game. Its only drawback is that it misses against some ground 
attacks that are very low to the ground. Regardless, use it frequently to keep the 
momentum of the match in your favor. 





Kick AC 


Sodom performs his crouching HK to counter an attack. This covers the one weakness 
his punch AC has, which is the inability to use it against some attacks that are low to 
the ground. Otherwise, use his Punch AC in every other situation. 





OK Pressure 

When you establish close-range, walk forward and repeatedly perform standing LK. 

If you believe your enemy will continue blocking, walk forward and throw them or : 
cancel one of the LKs into a HP Butsumetsu Buster. If you anticipate a counter attack, = 
perform an immediate standing MK «> LP Jigoku Scrape to punish their attempt to 1 
thwart your offense, 





erer 


Seeding MP linked into crouching LK or crouching HP <> HP Jigoku Scrape or Level 3 
eee No Miyage 


Sending HP linked into standing MK «> HK Daikyo Burning or Level 3 Meido No Miyage 
Sepp in HP crouching HP > HK Daikyo Burning 
Sek throw your enemy, then juggle with an immediate Level 1 Meido No Miyage 


Gemisas 
#1) Level 1 Scrape CC 



























Seuching HK <> HP Jigoku Scrape x 3 
#2) Level 3 Ground CC 
WP Jigoku Scrape x 5 <> HK Daikyo Burning 
































Outside of landing Custom Combos, the majority. of Zangief's game revolves o 
landing his Spinning Pile Driver. This attack requires that you are directly next to 
enemy to use it, making it vital to establish pointblank range: Although the ideo 
be simple, establishing that distance is a difficult process. Additionally, every 
you grab your enemy with the Spinning Pile Driver your positioning is reset & 
to long-range, making it difficult to keep the momentum of the match in 
favor. In order to compensate for this problem, focus on cornering your ens 
With their back to a wall, you will have an easier time regaining Zang 
positioning every time he lands one of his mighty throws. 





How to Accomplish Zangief’s Objective 
Option 1: Establish Zangief's mid-range offense 





Zangief’s ground game revolves around slow normal attacks that are difficult t= 
effectively. Because your enemy knows this, they'll often stick out ground of 


Qathighkads early to beat yours. Anticipate these attempts and use Option 2 in order to close 


| Command your enemy in the best manner. 


While jumping + or =, 4.4 HP 
While jumping + or >, ++ LK or MK 













































Crouching HP is your main method of attack at this distance. Use it to attack 

your current position when you aren't close enough to attack with standing Mi 
While jumping vertically, press 4+ MP or HP You approach your opponent, standing MK becomes the better option, which ort 
MK a wall against incoming attacks when performed early. It's also high enough fo « 
vik jumps just as they leave the ground. 


Body Press 
Double Knee Drop 
Headbutt 

| Dynamite Kick 
Russian Kick 
Quick Double Lariat 
| Flying Powerbomb 
[Romie plex 





















> x + Any Punch If your opponent ever misses a move 
Pross LP-+MP-+ HP then hold + or -+ at this distance, use % + HK or Custom 
Press LK MK + HK, then hold « or = Combo #1 (refer to Custom Combo 
Rotate 360 + Any Punch section) to punish it. Zangief’s Custom 
Rotate 360 + Any Kick when outside of throw range Combos usually carry his opponent 
Rotate 360 + Any when in throw range towards the nearest corner, so you'll net 
a ton of damage while also gaining the 


SparGinbas positional advantage you desire, 


Option 2: Jumping over one of your opponent's attacks 





























| Command 





Final Atomic Buster Rotate 720 +. Any Punch If your opponent is concentrating on dealing with your ground game, anticipate oe 
|| eri! Russian Slam tu due + Any kick attack and jump towards them. If they attack, come out of the jump with jumping 
HK linked into » + HK to score a knockdown (use » + HK to catch Recovery Rol 
cottempts afterwards), If they didn’t perfor 
‘an attack, come out of the jump with © 
semi late Double Knee Drop (+ + MK white 
jumping). After it’s blocked, follow up after 
the Knee Drop with the close-range optio= 
of your choice. 


















Officndive Netias 


Zangief's method of dealing damage at close-range isn’t reliant on combos. Instead it’s 
based around his damaging throw maneuvers, like his Spinning Pile Driver. Because 
of the speed of this attack, which comes out instantaneously, your opponent cannot 
counter Zangief's throws using normal attacks, Instead, they're forced to jump in 
order to avoid his grappling moves. Because of this, your focus should be to anticipate 
your enemy's attempts to jump over your throws and punish them accordingly. Since 
Zangief doesn’t have any outstanding ground combos, make use of his mony anti-air 
options and Custom Combos to do so. 


Knowing this, you'll find that the majority of your throw setups start off of jumping 
attacks. The best of these attacks include Zangief’s Double Knee Drop (+ + MK while 
jumping) and his Flying Body Press (+ + HP while jumping). In the case of the Double 
Knee Drop, use it when jumping towards your opponent from the front. The Flying Body 
Press can be used as a cross-up, so save it for situations where you're jumping over your 
opponent from close range. In either case, after the jumping attack is blocked, land and 
go for a HP Spinning Pile Driver or Zangief’s Russian Kick (w + HK). The Dynamite Kick 
(% + MK) catches jumps before the leave the ground, while the Spinning Pile Driver 
should be used when you know your enemy is trying to block. 












Near corners things should be played out a little differently. For one, use only the 
LP version of the Spinning Pile Driver. It leaves you closer to your enemy than 
the HP version does, allowing you to regain your positioning in an easier manner. 
Furthermore, instead of using the Russian Kick to punish jumps, you may opt to use 
Zongief’s Headbutt attack instead (jump vertically, + + MP or HP). Although risky, 
it deals « whopping 20 points of stun damage to your enemy, making it possible to 
dizzy most characters by hitting them with just two Headbutts! In corners Zangief 
lands just before his opponent does after landing this attack, enabling you to follow 
up with another Spinning Pile Driver or Headbutt mix-up. This combination of attacks 
has a high possibility of dizzying your enemy while also dealing massive damage in 
the process. 















Zangief’s Spinning Pile Driver has instant start up. This enables him to use the Spinning) * 
Pile Driver as a reversal on wake-up, a method of grabbing extended limbs, or as a 
means to punish blocked attacks that are normally safe to counter attack, In wake up 
situations specifically, the Spinning Pile Driver is so feared that your opponent often 





takes measures to avoid it using a jump. If you anticipate your opponent will jump 
just before you stand up, use Zangief’s Double Lariat as you stand up to catch them as 
they leave the ground. In regards to anti-air, the Double Lariat or Zangief’s standing > 
LP both work well. The Level 3 version of the Aerial Russian Slam is also a powerful 
anti-air option; however, it must be performed very early, while your enemy is still 
high in the air to be effective. 


, 
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Punch AC 


Zongief’s Punch Alpha Counter is a 
grappling maneuver. Although it can be 
used against some jumping attacks, it 
often misses, leaving him vulnerable to 
counter attack. Use it sparingly. 


Genie 
Spinning Pils Driver Tidks 


This is Zongief's worthwhile Alp 
Counter. Your enemy can't perfor 
Recovery Roll if hit by an AC, so thi 
helpful for knocking your enemy bock 
info a rough position if you're nese 
a corner. Even still, Zangief doesn 
really need Alpha Counters, so use it 
moderation. 


Many Zangief players use crouching LP as the forefront for Spinning Pile Driver setups. Alhough crouching LP leaves Zangief ata slight disadvantage after it recovers, 
Spinning Pile Driver is fast enough to beat anything your opponent tries that doesn’t have invulnerability. Since this is the case, your enemy's only counter to the Spinning P 
Driver is to jump or perform an attack with invulnerability. In the case of invincible attacks, you have no choice but to anticipate their release and block. In regards to everything 


else, the illustration below shows the best options available to counter your enemy's methods of defense. 





Immediately petorm a HP When you recover from the LP Perform an immediate crouching 
Spinning Pile Driver when you jump vertcaly and perform a ‘MP Alo beats your enemy's 
recover, Grabs a defending Heodbutt (+ + MP or HP while ‘aftempis to jump vertically over 
‘opponent that aad to jump. The jumping vericaly) Beats your ‘on Spinning Pile Drive. A safer 
Spinning Pile Driver can be swapped ‘enemy/s attempts to jump vertically cernative to the Headbut, 
out fora Final Atomic Buster 


Cancel the second crouching LP ivate and perform Custom 
‘nto a HP Banishing Flat. Catches Combo #2 (refer to the Custom 
cattempls to jump backwards Combo section), 

away from an Spinning ile 

Driver. Ao leaves you in 

Spinning Pile Driver range if your 

enemy stays grounded. 








The Level 3 version of Zangief’s Aerial Russian Slam now has juggle potential in Alpha 
2 Gold. This allows him to perform combos such as anti-air standing LP <> Level 3 


Aerial Russian Slam or Kamitsuki (+ + HK when close) followed by an immediate 
Level 3 Aerial Russian Slam (corner only).. 













Command Sequence 


Gouching LP x 2-3 > standing LK 
Goss-up + + HP crouching LK «> Double Lariat 











Gosiom Ganibas 

#1) Level 3 Banishing Flat CC 
% + HK e> LP Banishing Flat x 6 <> Double Lariat 
#2) Level 1 Anti-Air CC 

Dowdle Lariat x 3 
















(cammy;s\Objactive 













| Command 


Spiral Arrow tem + Any Kick 











Connon Spike > + + Any Kick 
Axle Spin Knuckle xtc + Any Punch 
Hooligan Combination +2 bx + Any Punch (press Kick to cancel) 





During Hooligan Combination do nothing 


During Hooligan Combination, « or » + Any Kick when 
near enemy's head 


Razor Edge Slicer 






Fatal Leg Twister 





Cross Scissors Pressure + or + Any Kick when near enemy's waist 
| Command 
$a + Any Kick 














Psycho Streak Charge « -»-« -» + Any Punch 


ane NOTE: Cammy is only playable in Street Fighter Alpha 2 Gold. 


A Cammy player's objective is to pressure her enemy into making mistakes at mid-range. She has = 
variety of advantage-heavy normal attacks that enable her to assault her enemies with constant walki 
normal attacks. When your enemy starts taking risks to counter your assault, anticipate reversal attem; 
and counter them with a Custom Combo or Cammy’s various link combos. 
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How to Accomplish Cammy’s Objective 
Option 1: Establish Cammy’s mid-range offense 





Very few of Cammy’s normal attacks leave her at a disadvantage. In fact, the only 
attacks that don’t recover well before her opponent leaves Blockstun are crouching 
HK and crouching HP. This gives her a distinct edge when attacking at middle to close- 
range, enabling her to always have the option to stage a follow up attack after one 
of her attacks hit. 


That being said, walk towards your enemy and apply constant pressure with crouching 
MK, crouching MP, and standing HK. Use crouching MK when you're somewhat close 
fo your enemy, swapping it out for crouching MP when you're directly next to them. 
Standing HK should be used as a follow up to crouching MK if you anticipate an early 
attempted fo attack after your enemy leaves Blockstun. They may also fry to reverse 
your constant pressure, in which case give them some breathing room and back out of 
‘attack range briefly to give them a chance to hang themselves. If they miss an attack, 
punish it with crouching HK or a Custom Combo. 


In certain match ups, like against Zangief 
and Birdie, standing MK is extremely 
effective. Zangief in particular has a hard 
time dealing with this attack because of 
its upward angle, which catches jump 
‘ttempts before they even leave the 
ground, 
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“Peegh difficult to set up (only her punch AC enables you to perfectly set it up), Cammy’s jumping LK has the properties needed to be used as a cross-up. Like any cross-up, 
sem it at different points during the jump to dictate whether it hits the back or front of your enemy. In either case, if the cross-up hits, link crouching LK x 2 <> HK Cannon 
4 


Sony's best attack opening in wake up situations is crouching LK x 2. Cancel it directly into a HK Cannon Spike or a Level 1~3 Spin Drive Smasher if it hits. If crouching LK x 2is 
‘Yerked, use the extended Blockstun after it recovers to initiate a secondary attack, The following example illustrates what options to take depending on whether or not crouching 
Fe 2eonnects. 






Cancel the second crouching LK into 0 
HK Connon Spike ora Level 1~3 Spine 
Drive Smosher 








Walk yp and Punch throw your Perform an immediate crouching MK. 
opponent. Works only when your Beats your enemy’s early attempts to 
enemy is afraid of your other options, attack afer they leave Blockstun, Shift 

into continuous walk up crouching MKs 
to continue your assault 









Tpemy’s close standing HK is an extremely effective anti-oir maneuver. It has a 
‘wrribly large area of effect, enabling you to hit jumps extremely early in the air. 
SSitionally, this attack may come out as a happy accident if your enemy jumps just 
Sefore you go for far standing HK. Against the few frontal jump attempts that close 
Seeding HK can't effectively deal with, use crouching HP or standing MK. 





Alpina Gountiens 
Punch AC 


This Alpha Counter is extremely fast, making it applicable against close-range attacks. 
Halso sets up her cross-up jumping LK after it hits. 





Kick AC 


Can be used to counter jump attempts you have a hard time reacting to normally. It 
inflics noteworthy damage while blasting your enemy towards a nearby corner. 
















Cbse Renge Pressure 


At lose-range crouching MP becomes « monster of a move. Walk towards your enemy 
and repeatedly do it, adjusting the timing of each MP in anticipation to when your 
enemy may try to attack. If your enemy attempts to attack in-between each crouching 
MP.you'll most likely beat their attack. It is possible to verify that crouching NB 
connects and link a crouching MK or HK afterwards on reaction, Walk forward ané 
occasionally throw your enemy when they are scared to counter attack to get them 
to open up again. 
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Goss-up jumping LK, crouching LK x 2 <> HK Cannon Spike or Level 1~3 Spin Drive 
Smasher 


Gouching MP linked into crouching MP <> Level 1~3 Spin Drive Smasher 
Semp-in in HP cose standing MP <> HK Cannon Spike 
| Ghose standing HP linked into crouching MK 


‘Axel Spin Knuckle, then juggle with an early Level 3 Psycho Streak (note: final hit of this 
combo can be avoided if your enemy performs a Recovery Roll in mid-air) 


Gxsiom Gemibas 
#1) Level 3 Ground CC 
Grouching HK <> HK Spiral Arrow x 3 <> HK Cannon Spike 
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Street Fighter Alpha 3 was released in 1998, with a tweaked game engine, Custom Combos revamped and reborn as Variable Combos, and new characters. Street Fighter Alot 
3 still enjoys life in tournaments today, and is normally played using the Turbo Speed 2 setting, 
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f Play, as 


Play as Juli 
Juni 


| Play as 


Balrog Highlight Karin for one 


second, then move the 





Highlight Karin for one | Highlight Karin for one 


| second, then move the cursor to 
the random select box and hold Start 
before selecting normally, 





Classical Mode 


Press and hold HP + HK while starting 
game. Nostalgia reborn, this mode 
recreates the feeling of the original Street 
Fighter 2 play style by removing your 
ability to use Super Combos. In return, 
your character deals significantly more 
damage while also having access to the 
X-ISM (PSI chain system. Additionally, 
you don’t have o Guard Meter to worry 
about and your character has no throw 
whiff animation. Unfortunately, you also 
lose the ability to air block, perform 
Alpha Counters, Recovery Roll, and air 
recover out of juggle combos. 


| cutsor to the random select } 
box and press + or + while 


selecting normally. 


Mazi Mode 


Press and hold MP + MK while starting 
game. This mode lowers your defense 
significantly. You can only lose one round 
while playing Mazi Mode, forcing you to 
play a perfect game of Street Fighter 
Alpha 3 to win, 


Select Special Route 
in Survival Mode 


Select Survival mode while holding RI 
or R2. 


Saikyo Mode 


Press and hold LP + LK while starting 
game. This mode emulates Dan's 
uselessness by giving your character 
low Guard Meter and removing the 
ability to cancel normal attacks into 
special moves. You also take slightly 
more damage and have a much lower 
stun damage rating. This mode is 
basically a handicap, you receive no real 
positives by playing this mode. 


Dramatic Battle 
Mode 


Select Dramatic Battle mode while 
holding @, &, and R2. 





second, then move the cursor 
fo the random select box and press > 
or > while selecting normally. 










Shadaloo Mode 


Press and hold LK + MK + HK white 
starting game. This mode is a secondary 
version of X-ISM that charges Super 
Meter incredibly fast. Unlike X-ISM, yeu 
don’t have access to CPS1 chain combas. 
However, you can perform all of your 
character's Super Combos, 

















Random Battle Mode 


Select Versus mode while holding @, 
cand R2, 






























New to Street Fighter Alpha 3, the Guard Crush (sometimes called Guard Breaking) 
is a game system that encourages offensive play. Directly under your life bar is the 
Guard Crush Gauge. This bar empties whenever you block an attack. If it empties 
completely, your character throws up their arms, becomes Guard Crushed, and is 
completely vulnerable and unable to act for a brief time. Also, every time you are 
Guard Crushed your overall Guard Crush Gauge shorfens—meaning it takes less 
Guord Crush damage to create each subsequent Guard Crush, 


Intentionally allowing opponents to block attacks which do a lot of Guard Crush 
damage can be a good strategy. As they get closer and closer to being Guard Crushed 
through your blocked attacks, they may 
realize that they have to take risks and 
do things that they might not want to 
do in order to change the situation and 
avoid being Guard Crushed (potentially 
taking lots of unavoidable damage). Of 
course, when your opponent takes more 
risks, it means that they will present 
you with more opportunities to damage 
them. 





Many characters take huge advantage of 
Guard Crushing opponents. When central 
fo a character's strategy, Guard Crush 
opportunities are further explained in 
each character's section. 








%o known as Blue Blocking, Timing 
Seard involves blocking at the last 
sesible moment. This slightly reduces 
Seord Meter damage token, and it 
&s slightly reduces Chip Damage from 
‘pecial attacks or Super Combos. 










In A-ISM or V-ISM, each character can taunt once per round, except for Dan, who 
never runs out of taunts. No one can taunt in X-ISM except for Dan. 





The term ‘Counter Hit’ has always been used around Street Fighter to describe a 
situation where you hit an opponent during the active segment of a move, In Street 
Fighter Alpha 3 this evolved into a game mechanic, and there are many advantages 
given to Counter Hits. 


Geunter iit 

1) Damage increased by 1.125, Stun Damage Increased by 1.25. 

2) Light and Medium attacks receive a lengthened Hitstun. 

3) Allattacks that connect on o Counter Hit against a jumping opponent set up a juggle state. 


A) Heavy attacks that connect on o Counter Hit set up o juggle state. This i sometimes called a Mojar 
Counter. Furthermore, the game pauses/freezes momentarily after a Heavy attack connects on a 
Counter Hit. It's possible to use this freeze to verify a hit before you cancel the move into a special 
attack. 


Let's look at a few examples of Counter Hits in use. 


Counter Hits offen allow for links where they are not otherwise possible, because of 


lengthened Hitstun. > 


1.) A Ryu player pokes with crouching LK, then 
stands up briefly, emulating a throw setup. 
Ryu crouches again and sticks out another 
LK, which Counter Hits the opponent just as 
they stort on attack, 


2.) A Ryu player links into o crouching MK, 
which can be canceled into the Special Move 
or Super Combo of choice. Crouching MK 
does not normally link after a crouching 
LK, but the extra Hitstun that a Counter Hit 
produces allows it to combo, 





a 











Counter Hits often lead to highly damaging juggles, because a Counter Hit against 
‘a jumping attack, or a Counter Hit with a Heavy attack, produces a juggle state. In 
combination with using the slight screen freeze following a Counter Hit to ‘verify’ a 
hit, this can be very useful for combos and juggling. 

1.) A Commy player uses a quick tick move fo 


fake a throw setup and pokes with » + HP 
which Counter Hits a throw reversal poke, 


2.), The Cammy player then uses the screen 
freeze to verify the hit and quickly cancels 
info a Hooligan Combination, grabbing the 
opponent out of the air with the Fatal Leg 
Twister, 


In previous Street Fighter Alpha games your character is completely unable to act 
while in cerial Hitstun. In Street Fighter Alpha 3, after being placed into a juggle state 
after a Heavy Counter Hit or a knockdown move, you may attempt to perform an 
Aerial Recovery (sometimes called an Aerial Tech). Aerial Recoveries are performed by 
pressing any two Punch buttons simultaneously while in aerial Hitstun. Your character 
flashes white, flips upwards, and is quickly able to attack or block while falling. If you 
hold = or + while performing an Aerial Recovery your character flips slightly in the 
desired direction. Street Fighter Alpha 3's inclusion of Aerial Recoveries added a new 
dynamic to Street Fighter and forced a change in the game's Juggle system. 





In Street Fighter Alpha 3, because an opponent can recover in mid-air to avoid being 
juggled, there ore basically no limits on when an opponent can be juggled or with 
what moves—if you can hit them with 
something in the air, it will juggle them. 
If they do not use Aerial Recoveries to 
avoid juggles there is nothing stopping 
you from keeping them airborne 
indefinitely besides corner juggle limits 
and gravity. 
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Of course, opponents will quickly catch 
‘on and begin using Aerial Recovery 
whenever they can to avoid juggles. 
However, there ore methods to prevent 
them from being able to recover in 
mid-air at all, allowing for huge combos 
and sometimes prolonging combos 
indefinitely, 


| The Sweep Exception 


| While sweeps created juggle states in previous Alpha series games, in Street 
Fighter Alpha 3 sweeps are considered a special type of knockdown, You 
connot juggle a swept opponent and you cannot Recovery Roll from a sweep- 
style knockdown. This makes 
knockdowns and the resultant 
wake up and cross-up games 
more valuable and important, 
since you cannot negate most 
knockdowns quickly with 
Recovery Rolls (as you offen can 
in Street Fighter Alpha 2). 





When is Aerial Recover not an Option? 


After you have been hit into the air and juggled, but before you have eaten furthe 
hits, it is possible to Aerial Recover whenever your opponent enters a neutral stot= 
A neutral state means that they are not actively in the middle of performing any 
action or cancel (i. they are essentially at rest, ready to perform any action). Eves 
if they ore only neutral for a very brief period, like a fraction of a second, you cam 
execute an Aerial Recovery. This may be hard to understand at first, so here are some 
examples. 


Example of neutral state allowing Aerial Recovery: 


1) A en player counters «Ryu players jumpin with ocouching HP 





2) The Ken player does nothing, ond the Ryu 
player is free to Aerial Recover as soon as 
Ken enters a neutral state, following the 
recovery of his crouching HP 











Sree of the lack of a neutral state preventing Aerial Recovery: 


1) A Guy player counters o Ryu player's jump- 
fn with a crouching MP and cancels it into 
fis Bushin Senpu Kyaku. 


®) The Guy player cancels his move and never 
entered a neutral state—during the move's 
execution the Ryu player is unable to Aerial 
Recover, and eats the follow-up Special 
Attack, 


% Commy combo mentioned previously is also an example of this same type of 
Seation. Most often, this situation is created via Variable Combos. 


1) The Sagot player uses a Variable Combo as anti-oir, 





D)_ E Hondo is juggled repeatedly with 
standing HP intentionally canceling them 
into whiffed Tiger Crushes only fo avoid @ 
neutral state and stay in position to juggle 
with more HPs, 


Since Sagat is never neutral, his opponent 
«anno use Aerial Recovery. 





© you can see, it is in your interest to set up circumstances that allow you to juggle 
‘Pout entering a neutral state, preventing Aerial Recovery by your opponent. It is 
© in your interest to avoid these circumstances yourself! The ability to avoid neutral 
‘25 to prolong juggles is the main reason V-ISM and Variable Combos dominate in 
eel Fighter Alpha 3. 











Advanced Concept: Crouch Canceling 


Crouch Canceling is « technique that allows you to avoid neutral states when landing 
from a jump, allowing you to continue combos without giving your opponent a chance 
to use an Aerial Recovery. Normally standing or crouching idle is considered to be a 
neutral state, even if i's just for a fraction of a second. However, there is a very small 
buffer period when switching from one state to the other. You can essentially use these 
buffer periods to skip over entering 
neutral states altogether, transitioning 
from jumping to landing to jumping 
again without ever being neutral in the 
game's eyes. Using this technique can 
lead to devastating combos that are not 
otherwise possible. 

















If Ryu catches an opponent air-to-air with a Counter Hit MP they are placed into a 

juggle state, Normally, landing would result in going neutral even if only for a split 

second, allowing the opponent to Aerial Recover. However, the Ryu player uses Crouch 

Canceling to essentially skip the neutral step on the ground and repeat jumps and 

juggle with MP indefinitely. 

1) The Ryu player Counter Hits with MP 
holding + as he lands, so that ypon landing 


his standing animation will be, essentially, 
canceled into his crouching animation. 


2) He londs ond the Ryu player immediately 
holds » to jump again. Ryu's crouching 
‘animation is canceled to jumping instanily 
nd the neutral period is skipped again. 


3) 


Ryu is never neutral, so the opponent can 
never use Aerial Recover. 






















In some situations, this situation can be created via Variable Combos. The following 
example only works when the 1* player is using Ryu. The reason why is explained in 
a following section. 

1) A Ryuplayer performs his famous corner based 
Yoriable Combo which consists of activating o 
VCwith LP-+-LK, then repeating the following 
sequence: HP Hodo Kens> stoning HPx 2e> 
HP Hodo Kene> -» MK 


2) The VCis performed until the Super Meer 
drains to 30% or lower, then when the -» + MK 
segment comes up, it must be Kara-Conceled 
before this into an HK Tatsumok Senpu Kyaku 
(4 + HK). Immediately offer the Tatsumaki 
recover the Ryu player cn jump forward ond 
perfor jrmping MP (Crouch Cancel landing) 
‘until the opponent becomes dizzied, 


Learning fo use Crouch Canceling in combination with aerial Counter Hits and Variable 
Combos leads to some very damaging opportunities and can sometimes end rounds 
outright. 


Player 1 and Player 2 Differences in Alpha 3 





Especially in light of the Ryu combos just mentioned, it’s important to point out that 
Player 1's side and Player 2's side are not the same. For whatever reason this is an 
issue that has popped up occasionally in Capcom fighting games. Specifically, P! and 
P2 interact with corners differently when pushing against an airborne opponent. If 
Player 1 jumps toward P2 while they are airborne and corned, P1 will stay outside 
of the corner like normal. However, if P2 jumps toward the corner with an airborne 
opponent floating in front of them, P2 will sip into the corner. This tends to disrupt 
some Crouch Cancel combos, making them useless if you are Player 2. For example, 
inthe case of Ryu, the PI side has no trouble performing his Crouch Canceled jumping 
(MMP infinite in the corner. However, if P2 Ryu attempts to do it, he will fly into the 
corner as his enemy pops out of it. Keep in mind Ryu must perform the required 
jumping MP either jumping forward or backward, so he has no choice but to jump into 
the corner for the Crouch Cancel combo, This peculiarity of corner differences between 
P] and P2 does not apply to every character, but itis important to keep in mind. 


Recovery, Rolls) 


Recovery Rolls are back in Street Fighter Alpha 3. They are executed by hitting any 
two Kick buttons when striking the ground from a knockdown. Your character rolls 
forward about one third the length of the screen and springs to their feet. As in 
previous Street Fighter Alpha titles, you 
are vulnerable during this roll and usually 
Aerial Recovery is a better option. As in 
previous titles, you may airblock ond 
Recovery Roll upon landing. You cannot 
Recovery Roll in X-ISM, and you cannot 
Recovery Roll following a sweep-style 
knockdown. 






Aerial Recover adds « new dynamic to juggling and aerial escape options, so Recovery 
Rolling no longer allows you to avoid certain juggles as it did in previous Alpha titles 


Like other game systems, the command for performing throws in Stret Fighter Alpha 3 is 
changed as well. Hold « or» + any two Punches or Kicks fo perform a throw. If dose 
enough near an opponent not stuck in Hilstun or Blockstun, you will grab them, Throws 
can oko be performed in mid-cir via the same method, If you are not close enough to 
throw, your character will perform a whiffed throw animation. During this animation your 
character is briefly vulnerable, 
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Winthing threws fo Cain Super Meter . 
Because throws are now basically an unblockable attack that can be whiffed, and 
because the whiffed throw animation itself is so brief, whiffing lots of throws when 
not in immediate danger is an excellent oT 

way to build Super Meter. In a game 
with devastating options like Variable 
Combos available, Super Meter is very 
important—especially since V-ISM builds 
meter more quickly than other ISMs, 








Dizzies in Street Fighter Alpha 3 operate 
c little bit differently than in previous 
Alpha series games. 


‘Accumulated stun damage resets to 0 
after a 3 second restriction time. This 
testriction time restarts if an opponent 
blocks or gets hit by attacks, However, 
if opponent is knocked down, restriction 
times advances as normal. After being 
stunned, accumulated stun damage 
resets back to 0. Once stunned, the 
choracter’s maximum stun durability is 
raised by 10 points. This value resets 
back to its original number once a new 
round starts. 





. hte 
Rough Simm Demage Velluas 


This chart only lists common stun values. There are many exceptions to the above chart, 
but thst isa sell reference to have in regards to the above character stun damage 





dato. Street Fighter Alpha Anthology 
provides a Training Mode which allows 
you fo check the stun damage of various 
attacks. Especially useful moves for stun. 
damage are pointed out in the individual 
character sections. 


Stem ino Prelsliy 
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"i asnetaneanetan 
is random and decided by probability, 
The below chart illustrates the chances 
of getting a long or a short stun time. 
Players can shorten this window of time 
by rapidly pressing buttons and initiating 
directional inputs. 
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Sheet Fightor Alpha 3 introduces the ISM system. After selecting your character, you select one of three ISMs, and each of these have varying abilities. Each ISM has its own 

sherent features, but characters differ from ISM to ISM as well. For example, in X-ISM or A-ISM Sakura can only produce her hammer-fist style, standing HP by hitting HP Miillsst 
pile close to on opponent, but in V-ISM she can produce this move on command by hitting © + HP. Often characters have Special Moves that are not available in every ISM, 
‘portant differences between ISMs for each character are explained in each character's section. 


a 





System Feature 
Super Combos 


|X-ISM — A-ISM —V-ISM 





Super Combos possible with full meter 
Alpha Counters 





Alpha Counters possible with full meter 
Variable Combos 
Air Blocking 


Aerial Recovery 





Recovery Rolls [No 





X-ISM is designed to emulate the style of Super Street Fighter 2 Turbo. In X-ISM, 
all attacks (except Super Combos) do more damage than in other ISMs—120% 
of the normal damage. You cannot Air 
Block or Alpha Counter in X-ISM. Your 
character also takes increased damage 
from opponent attacks. However, X-ISM 
has a longer Guard Crush meter than 
other ISMs—it is harder to Guard Crush 
character in X-ISM than in A-ISM or V- 
ISM. X-ISM also deals more Guard Crush 
damage than other ISMs. 





Chain Combos 
While X-ISM does not feature a fully functioning Chain Combo system like Street 
Fighter Alpha, it does allow the use of a trick as old as the original Street Fighter 2 
—the chaining of quick Light attacks into a Hard attack. This was referred to as the 
“CPS1 Chain,” named after its appearance in the CPS) based Street Fighter 2: World 
Warrior (CPS1 was a type of arcade board used for older Capcom games). This chain 
system was originally an oversight born from the rapid-fire Light attack system used 
in Street Fighter 2, which allowed you to chain Light attacks into each other. It was 
possible to chain certain Light attacks into standing Hard attacks by performing the 
Light attack, then pressing LK + HP soon after. This bug resulted in the Light attack 
chaining directly into the Hard attack. In Alpha 3, this bug has been purposefully 
reproduced to not only give X-ISM an advantage, but also to revive a little of the 
nostalgia from the older Street Fighter games. 














{415M Sokura stands and chain toning HP by 
presing LK + HP together 


most crouching LPs and LKs that can 
chain normally), the trick is essentially 
to chain that quick attack into the Hard 
Punch attack of your choice, This is done 
by hitting LK at the exact same time as 
HP in the chain, This con be done either 
standing or crouching, so it is possible to 
chain into crouching or standing HP. In 





A-ISM Sakura cancels the chained standing HP 
int cn HP Shoo Ken for bi damage. 


some cases, like Sokura’s, this allows for greatly increased damage on otherwise 
standard combos (in other ISMs the same combo is possible by simply performing a 
third LK, but this of course does far less damage than using HP). 


If your character has a quick attack (like 


Kara-Canceled Chain Combos 

While everyone with a quick chainable LP or LK can use this trick to achieve Chase 
Combos in X-ISM, Gen and Guy have Chain Combos built-in across all ISMs. In © 
ISM ond A-ISM they can use this to perform combos not normally possible, Guy cor 
perform LP <> MP <> HP <> HK as normal, except on the very last hit, the HK. The 
HK must be Kara-Canceled before it becomes active into his Bushin Gorai Kyakie 
Super Combo. Neither HP nor HK in this circumstance are normally cancelable into = 
Super Combo, but Kara-Canceling the HK very quickly is a way around this. Similarly 
Gen can perform crouching LK => crouching MP <> crouching HP <> standing HK ané 
Kara-cancel the HK before it becomes active into Zan’ei. These Gen and Guy tricks ore 
of course only available in X-ISM and A-ISM, since V-ISM cannot use Super Combos. 





Super Combos 
Asin Super Street Fighter 2 Turbo, each character in X-ISM has only one of their Super 
Combos, and only one level of Super Meter to store it with. The Super Meter in X-1SH 
builds more slowly than in other ISMs, as well, However, in X-ISM all Super Combos 
performed are the equivalent of an A-ISM level 3 Super Combo, so they can be very 
strong. While the increased damage output of X-ISM and the strength of its Super 
Combos can be appealing, usually characters have far more options in A-ISM or V-ISH. 
Very few characters are at their best in X-ISM. Sadly, the damage increase for attacks 
in X-15M does not apply to the Super Combos. 

























HF emulates the style of play found 
> rier Alpha series games. Characters 
> *erial Recover, Defensive Roll, Alpha 
Srey, Airblock, and execute Super 
















Sater hi 


ai 

‘ Sopmes. A-ISM uses a Super Meter with 
" De levels, and this Super Meter fills 
5 ® ore quickly than it does in X-ISM, 


Seeeraging meter use more often. 


Super Combos 


Seer Combos in A-ISM function identically to Super Combos in Manual Modes in the 
ser Alpha series games. You have a Super Meter with three levels to. it. The more 
Se Meter you have stored, the more powerful the Super Combos you can use, 
Seosing the level of Super Combo desired is made more intuitive in Street Fightor 
Sho 3—instead of having to hit more than one Punch or Kick button to choose 
Seer Combo strength, simply hit the level of attack corresponding to the level of 
‘seer Combo you desire. Light attacks (LP and LK) produce Level 1 Super Combos, 
Mecium attacks (MP and MK) produce Level 2 Super Combos, and Heavy attacks 
®P ond HK) produce Level 3 Super Combos, burning the full meter if its available, 
Seosing a button strength for more Super Meter than you have available simply 
e0ses the strongest level of Super Combo possible. 


Ee 





Alpha Counters 


Super Meter in A-ISM can also be expended on Alpha Counters. Alpha Counter 
execution is also streamlined in Street Fighter Alpha 3—instead of rolling #4 
and hitting a button after blocking (as in previous Alpha series games), you simply 
hit » + any two buttons of the same strength. © + LP + LK, MP + MK, or HP + 
HK will produce an Alpha Counter. Your character leaves Blockstun immediately and 
performs an attack. Alpha Counters burn one level of Super Meter, but have a huge 
drawback that prevents them from being as powerful as they were in Street Fighter 
Alpha 2—your Guard Crush meter shortens every time they are used, as though 
you were Guard Crushed. Ths, of course, makes you easier to Guard Crush, and the 
effect stacks—if you Alpha Counter repeatedly in the same round, your Guard Crush 
meter shortens each time, Because of this, and because of their reduced damage in 
general in comparison to Street Fighter Alpha 2, Alpha Counters in this game are 
‘more situational in their usefulness, usually only used to avoid Chip Damage kills, or 
when a change in momentum is absolutely needed. No character can lean on Alpha 
Counters for their damage and defense in quite the same way that they could in Street 
Fighter Alpha 2. 












‘Akuma activates «Variable Combo ner the 
‘omer and ates fo use Shakunetsu Had Kens 
{0 KO Charl through Chip Damage. 


UP 
The atack is quick enough interop Akuma’ 
1G ot he expense of ome of arte’ Supor Meter 77) 


‘nd Guard Cush gogo. 

































V-ISM takes the game system introduced in Street Fig! 


here that they did as Custom Combos in Street Fighter Alpha 2—they provide 
safe damage, sometimes almost unavoidably. V-ISM’s Super Meter works a 
differently than it does in X-ISM 


than it does in other ISMs, it is us 


V-ISM's Super Meter must be 











Combo or on Alpha Counter. 


Alpha Counters 


Alpha Counters in V-ISM are executed the same way they are in A-ISM—b 
attack, then quickly input » + LP + LK, MP + MK, or HP-+ HK. This requires 


Counters, V-ISM usually wants to avoid 
using Alpha Counters unless there is a 
very good reason, like to avoid a Chip 
Damage round loss. The Alpha Counter 
each character performs in V-ISM is 
different from the one used in A-ISM. 


Variable Combo Key 








back is at the edge of the screen. 





ter Alpha 2—Custom 
Combos—and fleshes it out more fully. While V-ISM lacks Super Combos and does 
less damage than X-ISM or A-ISM, Variable Combos present the same advantages 


ample, 
little bit 
nd A- 


|SM—while it fills more quickly in V-ISM 


ed only 


for Variable Combos and Alpha Counters, 
since V-ISM cannot use Super Combos. 


filled 10 


at least half full to execute a Variable 





lock on 
at least 


half a full Super Meter in V-ISM, and since V-ISM usually wants to save Super Meter 
for Variable Combos, and because of the Guard Crush Meter decrease following Alpha 








Variable Combos 


Not just Custom Combos revisited, Variable Combos are far more complicated in Street 
Fighter Alpha 3 than they were. Variable Combos, usually just called VCs, are activated 
by hitting either LP + LK, MP + MK, or HP + HK simultaneously when you have at 
least half the Super Meter full. Your character loses the ability to block, gains the 
ability to cancel any normal move along with drastically reduced recovery time on 
special moves, and also gains a shadow that mimics your character's actions exactly 
for the duration of the VC. The delay between your actions and your shadow’s is 
determined by the activation method used. 


pitted | Referred to as | Shadow Action 





Variable Combos begin with a brief period of invulnerability. This period is longer the 
more full your Super Meter is. This provides a huge advantage for landing Variable 
Combos reliably, as you can essentially use this period to cause an opponent's attack 
to whiff completely, allowing you to begin a combo for free. 


At the end of each Alpha 3 character section is a small list of their most effective and widely used Variable Combos. Each combo’s use is described in its title. For example, 
combos labeled as anti-air are only viable when your enemy is airborne. Guard Break VCs are used to lower your enemy's Guard Meter. Chip damage VCs are used as a method 
of dealing small amounts of direct damage to a defending opponent through block damage. Finally, anything labeled as a corner based VC only works when your enemy's 


In addition to VC types, all juggle based Variable Combos tend to often be common in two aspects; they all have a mid-screen segment that transitions into a different combo 
once the corner is reached, and they also have ending sequences that are performed just before the VC's time limit expires. These transitions are specifically noted within each 
combo description. The MMfsymbol indicates a sequence that has a variable number of repetitions before the transition to the next sequence. In other words, the number of times 
the sequence is supposed to be repeated depends on your positioning and the amount of time left before your VC time limit expires. 


Variable Combos can be used as almost fool-proof anti-air. 























ik cancel the HP into repeated Shoting 
Peaches—since she repeatedly cones the move 
and the move nds with bulin dl, Riko 
{s never neural and he opponent connot Aerial 
Tech oecope. 
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Searle jumps at his opponent, Just 
J sen he would normally perform his 
) serpin ottack, he activotes with VC3, 


His opponent was performing an hare juggles with HK instonly upon 
‘ant: ond connt block, Charles Fonding ond cancels the HK wih is 
ivulerailty period alos bm to ond Dash into Knee Bazook, The Dosh nto 











and connect a crouching LK. noe Barooka whit completely butt 

serves tw purposes—i keeps Chale 

out of a neutral state, and it moves him 
forward... 








Seriable Combos also have use during foot games, as a sort of Alpha 2 Unblockable Custom Combo. While you can no longer activate and hit a standing opponent low for free, 
sew can still use VCs to very quickly Counter Hit whiffed pokes during normal foot games, often leading to big damage. 











J kno dones in and out of hs opponent sweep _ Akuma activates with VC¥ ond sweeps His opponent is floored os Akuma cancel the He performs on HP Hyokk Shu ond ust ike tht, 
-ege Ryu mises an otck instal sweep into an HP Shakunetsu Hado Ken. fis opponents suck in Akuma’ VC. 





Juggling in Variable Combos hat 





Mest VG aim to hit the opponent quickly then juggle them such that they cannot Aerial Recover. Yr 






















‘She immediatly juggles with +» + HP 
© LX Shunpu Kyaku, + HPs MK 
‘Shunpuu Kyoko, The Shunpu Kyakus in 
this sequence whiff, ond serve to keep 
‘er out of a neulral state and move her 
forward for the next = + HP 


Just as her Super Meter runs out, 
Sakura juggles with HPs> HK Sokuro 
Otashi, for three final hits. 


{Upon reaching the corner, she changes 
tha juggle pattern fo HP > HP Hado 
Ken. The projectile whi ond serves 
‘nly to ep er ou ofa neural stat 








Sedom finds on opening and activates Sodom juggles wth HK > LP Jigoku Sado opens uni the come, where Sodom then repeats HK => LP Jigoku Sodom juggles with HK> HK Daikyo 
seth VC2 and combs MP> HP Jigoku Svape The Scrape wills ond serves fo ‘be jaggls with HK > HP Jigoku Serpe (whifed) unt his meter Burning 

Srope. ‘move Sodom forward and keep him oot} | Scrap, HP goku Sopa, crouching HP ‘uns ou 

of a neural tte + LP Jigoku Sop. 




















Confusion VCs 





Because of the shadow a Variable Combo generates that mimics your actions, itis possible to use VCs to create situations in which itis very hard, and sometimes impossibi 
to block. 












Ayu octivates with VC2 ond combos crouching MK 
+ crouching HK <> LP Hado Ken, + HK. 







The projectile Ryu throws ond his» + MK both 
wif ut th Senp Kyo ove im ser 
to Ken's body as he wokes, The Variable Combo 
shadow hos by now thrown an LP Hodo Ken too. 


The Hado Ken prevents Ken fom doing very 
much nett, ollowing Ry to mix-up wth 
anther SenpuKyokku ust before Ken gos up, o 
{90 fora jumpin guessing game, ' 

















‘Akuma otivats wih VC, then dos eouchng 
MK <> HP Shakunetsu Hodo Ken <> HP Hyakki Shu 
+ extremely lot Hyak Go Sen. 


‘Akuma lands wit crouching LK > HP Go Hodo 
Ken jus asthe shadows Hyak 


The aeration of needing to block Hyakki Go 
Sen ig, crouching LX To, then the Hyakki Go 
Sen ond crouching LK shadows js afer, crete a 
sitvaton where i very dif to block 





Guard Crush / Chip Damage Variable Combos 





Variable Combos can sometimes be used fo do excessive Guard Crush or Chip Damage. If an opponent becomes Guard Crushed during a Variable Combo, transition into the 
juggle combo of your choice. 












Yoga des HP RolingCysol Flashes repeatedly to Ken thaws hs opponent into the corer ond 


Ken throws HP Hado Kens very rapidly as the 
Chip away at the opponent ‘octvates with VC3, 


cpponent wakes vp. 






Nes 


Kari corners her opponent ond activates wth Karin uses stonding HK and her MujinKyaku to 
va. Guord Crush the opponent 













bi Canceling 





ing normal moves that involve motion into Variable Combos very quickly sometimes produces interesting results. This variant of Kara Canceling is referred to as Kattobi 
ing. 
= are several situations where Kattobi Canceling has a practical purpose. 








‘Momma jumps and uses o Tenma Kyjin Kyoku at He immediately concels it into a Voriable Combo, ‘Akuma appears to worp 10 the ground very 
she peok of hsp. wick. 


‘Teeaief has perhaps the most dramatic example of Kattobi Canceling, a technique nicknamed “The Wolfspider.” 











4o unsuspecting Ryu throws a Hado Ken at Enraged, Zongief performs his + + MP Headbutt angie cancels very quickly into a Voriable Consumed with lunacy, the Red Cyclone gnaws on 
Zangief Combo, causing him to soar majestically over the Ais opponent's face. 
Hado Ken, 








Crouch Canceling Variable Combos 





You can utilize Crouch Canceling as described earlier to extend the end of many juggling Variable Combos, sometimes prolonging the combo indefinitely. i 








‘As his meter runs low, Cork gales with HK hare cancels crouching LP int forword- hare lands, Crouch Cancels, ond jumps to juggle 
‘Somersoult Sell, lands and concls landing int Jumping MP to juggle with H wie in a row. 
crouching LP to toy ou ofa neutral sae, 
















Chote Couch Cancels goin ond jumps, juggling 
with HK and the opponent continues to descend 


hori concel is landing with crouching MP => 
‘HK Somersoult Shell, to end the Variable Combo 
‘that does huge damage and builds significant 

Super Metet 


stony. 



























OTG Variable Combos 


A concept seldom seen outside of the Capcom vs SNK series of fighting games, OTG is simply an acronym for off-the-ground. This refers to hitting your opponent white 
they are floored and completely unable to act, Almost never in traditional Street Fighter games can you hit an opponent while they are floored, but while a Variable Combe 
is activated in Street Fighter Alpha 3, itis possible to OTG an opponent with special throws. The throw itself must be timed so that it grabs an enemy the second they hit the 
ground, after being knocked down. The timing is strict, but well worth the effort because of the damage capabilites it yields. 
















While ina Vorable Combo, E. Honda's Oichou 
Ng can OTG his enemy fi intioted the 
absolut second they touch the ground from a 
knockdown. Corner your enemy ond acval a VC 
with HP + HK 


Perform o HP Oichou Hage, then, the second you 
recover rom the how, perform another HP Oichow 
Noge to pick your opponent p off ofthe ground. 
Repo uni mtr is depleted. 





Variable Combo Crouch Cancel Loops 





An extremely advanced technique used by some players is to perform a Variable Combo that leads into a Crouch Cancel semi-infinite combo at the end, then, as they continue 
to juggle their enemy, build enough Super Meter to activate yet another Variable Combo and continue to juggle their opponent. When performed correctly, these loops tend to 


last indefinitely. Although extremely difficult to master, this technique allows specific characters that don’t have normal attack Crouch Cancel infinites to make up for it with 
continuous VC air combos. 



































While cornered, Sodom activates a VC with LP + LK, 
‘then does crouching LK> standing HK <> HP Jigoku 
Serope > (« + HPs> HP Jigoku Scrape) x 3. 


Sodom cancels the last HP Jigoku Scrope into a 
standing MK (which whifs) then he immediately 
jumps towards his opponent. The Variable Cambo 
shodow mimics Sodom’s standing MK, hing his 
‘opponent just as he jumps forward. This gives him 
‘an ample window fo recover from standing MK 
‘and jump forward without his enemy being able to 
recover out of the combo, 










Sodom performs a lat jumping HP onthe woy 
down from he um, Cove Canceling he recovery 
and performing another arta amp into another 
[ate jumping HE Sodom then repeats ths sequence 
9 more tines uni he hes sffet Super Meter to 
vote another Variable Combo 


‘After the last jumping HP Sodom Crouch Cancels 
the recovery yet ogain, jumping vertically and 
immediately activating onother VC with MP + MK, 
{ust os he leaves the ground. He then performs an 
‘immediate jumping LK. 












Sodom Crouch Cancels the recovery of the Finally he then Crouch Concels the recovery ofthe 
Jumping LK, then immediately vertical jumps again jumping MB walks forward (the VC shadow mimics 
and performs ose: jmping HP (Couch your actin ond bits wih nother jmp MP dng 
Concel recovery), then verti jumps ogain and ‘his window, allowing you to avid neutral tt) 
dhs an inmedite mping MP then immed jumps vertically ond performs 3 
Couch Canceled jumping MPs followed by 9 moe 
Jmping HPs. From there the sequence canbe 
repeated fram stp 4 
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Reversing Variable Combos 


© “stom Combos were to Street Fighter Alpha 2, so Variable Combos are to Street 
Seer Alpha 3—the dominant game mechanic. You're going to have to learn to deal 
‘o> them one way or another when facing serious competition. 


Bait the VC 


De things to bait out Variable Combos in situations where you aren't particularly 
‘swberable. Dance in and out of poke range, doing nothing but try to look threatening. 
‘WeFfing a quick Light attack is also usually a safe way to bait VC activation, 





Counter-VC 


When they finally DO activate their Variable Combo, not all hope is lost—often 
you have time just after the screen freeze of THEIR Variable Combo activation to 
ectivate YOUR Variable Combo and overpower them—as you are activating later 
an they are, your invulnerability period surpasses theirs and you will usually have 
sivantage. 








Meter Management 





{Fit becomes clear that you will probably lose the current round, if you can afford 
the round loss, try as hard as possible to force them to blow their meter to put you 
down, while building your own Super Meter as much as possible for the next round. 
Variable Combos are sometimes bosically inevitable (so as with Custom Combos in 
Street Fighter Alpha 2). ‘Do It Better’ remains a valid strategy. Land more VCs in more 
strategic situations than your opponent and you will likely win, 














Alpha Counter’ 





Respond to heavy Chip Damage ond Guard Crush VCs with Alpha Counters—yes, you 
lose some Guard Crush and Super Meter, but it’s often better than eating raw damage, 
that is guaranteed. 





Attempt to Aerial Recover Anyway 





Even if you are being juggled, their execution may not be airtight and they might 
leave holes for you to slip through in their juggles—pay attention and Aerial Recover 
out if given the chance. 





Select Dhalsim 





Dhalsim is a strong character already, with lots of useful options at all ranges and a 
strong selection of anti-airs. His trump card in Alpha 3, however, is the Yoga Escape— 
A-ISM and V-ISM Dhalsim can use this move to escape any aerial juggle, worry-free. 
Dhalsim can simply Yoga Escape out of the middle of V-ISM juggles and Crouch Cancel 
combos. This makes Dhalsim a direct counter to the most widely-used game mode and 
solidifies his usefulness. 





























Tange atfack options are extremely limited, which makes it difficult to mount attack: 
that lead to a substantial amount of damage: The best chance for victory is to establis® 
close range and rely 
on Adon’s Super 
Combos to deal the 
damage that you 
need to win. 


How to Accomplish Adon‘s Objective 


Option 1: Establish close range 





‘Adon's attack of choice at midrange is crouching HK, which works well to punish white 
attacks. Position Adon just outside of attack range and look for an attack to punish. Ones 
landed) establish close range after the knockdown and perform a wake up attack. 


Your other option is X-ISM Adon’s jumping Jaguar Kicks, Anticipate a ground attack on 
perform an instant forward jumping MK (press MK the second you leave the ground 
If you guess your opponent's reaction correctly, stage an attack after the Jaguar Ki 
hits. In cases where your opponent simply blocks the difficult to react to Jaguar Kick 
perform a follow up throw or a crouching LP x 2 (link this into the Jaguar Varied assault 
if it connedts)..This doesn't consistently work with Adon’s Jaguar Kicks in A-ISM ox 
V-ISM because of the slight disadvantage these attacks carry when they are blocked. 












ISM 
Availability Command 



































WAM 

tidal [ Rising Jaguar > 4x + Any Kick 

AL | Jaguar Kick | +44 + Any Kick 

x [Jaguar Kick [While jumping ony Kick Button 

Male [Jaguar Tooth [tiem + Any Kick Option 2: Lure out an anti-air 





(Combos! The Jaguar Tooth’s variable attacking distance is useful for baiting reversal-style 
&pa attacks, like Ryu’s Shoryu Ken. It is difficult to tell the difference between the LK and 
ISM Availability | Name | Command 


a Jaguar Revolver gue tree + Any Kick 
ay Jaguar Varied Assault 













HK version of the Jaguar Tooth, so your enemy has no choice but to react to its wine 
up period and perform their anti-air attack early. By performing the LK or MK version 
$4 + Any Punch | of the Jaguar Tooth when your opponent isn’t comered, will miss directly in front of 
reson Finth ron danny them. If they perform an anti-air attack expecting the HK version, their attack wit 
Jaguar Varied Assault miss and you can punish it with a crouching HK or Jaguar Varied Assault. Once your 
Press any Kick rapidly during | enemy is afraid to punish the Jaguar Tooth you goin the freedom of doing the Hi 
Jaguar Varied Assault version a little more often. 








Koh. Jaguar Thousand 











wa Jaguar Assassin 








‘Ofiendive Netes 








Seuching LP linked into another crouching LP is Adon’s only verifiable combo opening. It can be canceled into any level of his Jaguar Varied Assault, making this a worthy 
‘ack option. The following section illustrates how to best use this opening attack depending on whether or not it hits. 


















Walk forward and perform 
crouching LP followed by a 
crouching HK. If the crouching 
LP connects on a Counter Hit, 

the crouching HK links of i 
This counters your opponent's 
otfempls to stop what they 
think is 0 throw. 












Standing MP canceled into a HK Rising Jaguar Kick is a great anti-air option. This 
move beats any jumping attack that lacks a downward angle. A standalone HK Rising 
Jaguar is also effective as an anti-air attack. The first hit of this move cannot be air 
blocked, so it works well as anti-air even if it’s performed a little earlier than most. 





Welk forward and throw your 
cppanent. This only works when 
your opponent afraid of 

follow up attack. 














Tooth (X-5M only). 


Immediately perform Adon's 
Jaguar Crunch, Use the slight 
advantage after it hits to follow 
up with @ crouching HK or a 
forward jumping MK Jaguar 








Immediately perform a 
crouching MK. In regards to 
ACISM Adon, use the slight 
advantage afterward to jump 
forward and perform a MK 





Jaguar Kick to get close again, 





\ 


—— a 


IGM Specifies 


SEM (RecommanckE<)) 


Adon’s jumping Kick attacks become 
instant Jaguar Kicks. Considering his 
jumping Kick attacks are pretty terrible 
in A-ISM or V-ISM, this is an acceptable 
loss, The jumping versions of the Jaguar 
Kick even have a slightly longer window. 
of advantage after them when they are 
blocked, which is o huge improvement 


over the lackluster special attack version, 





In A-ISM, Adon doesn’t have a single safe combo without a Level 1~3 Jaguar Varied 





Y rt) 


Assault stocked. This alone makes 
AASM a worthy choice, giving him his 
only means of effective attack at close 
range. Jaguar Revolver is also great 
for punishing characters that throw 
projectiles at any level. It’s even safe to 
counter attack when blocked. 
































Adon has one basic anti-air Variable 
Combo at his disposal. Although it 
is enough to get by, an Adon player 
may have a difficult time coercing an 
opponent to jump in aggressively: Adon 
also loses his only verifiable combo in V- 
ISM, which is crouching LP x 2 <> Jaguar 
Varied Assault. 





@ounfier HED Sciurps 


Without Super Meter, Adon doesn’t have a single’safe or verifiable combo at his 
disposal. To make up for this problem, a player should set up Counter Hits to perform 
link combinations that are not normally possible, For’example, perform an early 
crouching LP to meet your opponent as 
they stand up from a knockdown. When 
you recover from the attack, throw your 
opponent or perform another crouching 
LP. If the crouching LP. connects on 
a Counter Hit, link a crouching HK 
afterwards to score a knockdown, 









Adon’s crouching MP has a particularly strange property. The hitting area of this 
attack is designed to completely beat low attacks, which it does with ease. This is 
particularly useful against Ryu, Ken, and Akuma who are all reliant on crouching 
MK ond crouching HK to attack. at mid-range. The best way to utilize this attack is 
to perform it when you anticipate o crouching Kick attack from just outside of your 
opponent's attack range, The recovery is fairly fast as well, making it difficult for your 
opponent fo punish it on reaction if it misses. 


Antt+Prafedills 








Teadiies 


An Adon player actually has a variety of anti-projectile options. The first is MK Je 
Kick, which can be performed on reaction to the release of most projectiles. The sex 
isHK Jaguar Tooth, which must be performed a little early in order to punish 
projectiles. Finally, Adon’s Jaguar Revolver Super. Combo is also great for punist 
projectiles at any level. I's even safe to counter attack when blocked. 








Sil Availability | Command Sequence 
Jump in HK, crouching LK => HK Jaguar Kick 





Close standing MK <> HK Jaguar Kick 
Anti-cir standing MP <> HK Jaguar Kick 








Crouching LP linked into crouching LP <> Level 1~3 Jaguar Varied 


Near corner, Counter Hit jumping MK (Crouch Cancel landing), 
semi-late jumping HP (Crouch Cancel landing), standing MP «> HK 
Risin 





1) Anti-Air 


+ MK activation, LK Rising Jaguar ¢> (standing HP <> LK Jaguar 
& (misses)) x ML When corner is reached, change combo to 

ding HP x 2<> HK Jaguar Tooth). When Super Meteris about 
expire, end come with standing MP => HK Rising Jaguar. 









ISM 
Availability 


abel 


Name 


Go Hado Ken 














different in V-ISM. (where 
the focus is to land Variable 
Combos), he still relies 
heavily on establishing 
close-range in X or A-ISM. 


| Command 







4% + Any Punch 
While jumping, #%-> + Any Punch 











putin + Any Pt 











tunch 
> $+ Any Punch 








Tatsumaki Zonku 
Kyoku 








eee + Any Kick (may be performed while 
jumping) 
4 + Any Punch 











oes ore te + LP + MP HP or LK + MK + HK 









Hyokki Go Sen 


Hyakki Go Zon 4x42 + Any Punch, then do nothing 
Hyakki Go Sho +x + Any Punch, then press Punch again 


4x2 + Any Punch 


44 + Any Punch, then press Kick again 













Hyakki Go Sai 
Hyakki Go Tsui 


Tenma Kujin Kyoku 


Zugai Hasolsu > NP 
Senpu Kyaku > + MK 





+x + Any Punch, then = or > + Any 
Punch when close 


4x2 + Any Punch, then = or > + Any, 
Kick when close. 


Jump forword, + + MK when jump reaches 
apex. 














| Command 





















w Messatsu Go Hado udu eudiee + Any Punch 
wo | Messatsu Go Shoryu 4x e+ Any Punch 
w FRE GOTZENI While jumping, #x> % + Any 





Shun Goku Satsu 


Punch 
LP LP», LK HP 















LT We 


GimmmbcLfaciie 

Although his flexibility allows him to be played in a variety of manners, aggression is the key 
success with the raging demon. 
ability to control space enables an Akuma player to manage an opponent's moveme: 
and safely move into attack range whenever needed. Even though his objective is a lit 








His rare combination of good offensive options and excell 


How to Accomplish Akuma’s Objective 
V-ISM Option 1: Establish Akuma’s mid-range offense 





Stand just outside of your opponent's maximum attack range. Adjust your posi 
to match theirs when they move around. From this distance, Akuma’s Go Hado 
beats most low attacks and is also fairly difficult jump over on reaction. Anticipas: 
when your opponent may try to atfack, then throw a HP Go Hado Ken. Fake Go He 
Kens by whiffing the occasional LP. This may trick your opponent into jumping toward 
you. If they jump, counter it witha Variable Combo. If they don’t take the bar 
immediately throw another HP Go Hado Ken. Throw in an occasional Senpu Kyaku t: 
go. over anticipated low attacks and use crouching HK to punish any missed moves yar: 
see. Be cautious of jumps and Variable ay ser 
Combos used to punish your projectiles. Res, a 

If your opponent looks anxious to use FETA 
either of these methods, you should 
play cautiously and whiff an occasional 
standing LP to lure a sporadic attempt to 
counter your offense. 

















ASM Option 1: Jump forward and throw a Zankuy Hado Ken 





From long distance, jump forward and throw a LP Zanku Hado Ken. If the projectie 
hits late enough, you have a small advantage to use to walk into close range. This 
tactic can’t be countered by anything 
that isn’t an early jump attack, Variable 
Combo, or a Super Combo, so you com 
use it when your opponent doesn’t have 
the means to use these options, 














BaebBaE KR aA BS 








: 

















&!SM Option 2: Tenma Kujin Kyaku over an attack. 





Seiicipate when your opponent may perform a ground-based attack, then jump 
‘sword. Come out of the jump with Akuma’s Tenma Kujin Kyaku. If your opponent 
serforms an attack, use a link after it with crouching LK x 2 <> HP Go Hado Ken or 
*Tatsumaki Zonku Kyaku. In cases where your opponent doesn’t attack, the Tenma 
Sajin Kyaku is very difficult to hit out of the air if your opponent isn’t looking for it. IF 
gov manage to slip past their defense, follow up after the blocked Tenma Kujin Kyaku 
wth a close-range option of your choice. 


Bahsikigy7y 


Offiemeiive Nefes 


se whether or not crouching LK x 2 connects. 


‘Ssumo's close range offense capabilities revolve around his crouching LK x 2 opening. 





Crouching LK can be canceled into the majority of his special attacks or Super Combos, If 
ssouching LK x 2s blocked, use the extended block stun after the attack recovers to initiate a follow up attack. The subsequent illustration shows what options to take depending 





Wolk up and use a Punch throw on 
your opponent. This only works when 
your opponent is afraid of your other 
attack options. 


© on attempt to offset his amazing set of attacks, Akuma was given extremely low 
Nefense and stun damage Stamina. You cannot make as many mistakes with this 
“balanced” form of Akuma in a match because he does not have the same threshold 
defense that other characters have. In regards to stun damage, keep a rough 
stimotion of the damage that you are taking in mind. If you ever believe you are 
the brink of becoming stunned, play defensively and use Akuma’s Asura Senku 
© Tatsumaki Zanku Kyaku to keep away from your opponent (refer to Advanced 
Betis). 


Walk up, crouching LK (Counter Hit) 
©> standing LK <> HP Hado Ken or 
Level I or 3 Messoisu Go Shoryu. 
Counters your opponent's attempts to 
stop what they think is a throw. 











In regards to onti-air options, crouching 
HP works well as an anti-air maneuver. 
In tighter situations, where there isn’t 
enough time, to execute’a normal attack, 
the Shoryu Ken is your main defensive 
maneuver. It works well as anti-air (if 
done late) and as a reversal on wake up. 


















The loss of his Hyakki Shu and his other 
Super Combos makes it difficult for Akuma 
to thrive in X-ISM. Without them, an Akuma 
player must rely on Shun Goku Saisu tactics 
in order to score big damage, which isn’t 
reliable. Even worse, X-ISMs. inherent 
defense decrease isa huge burden to 
shoulder when Akuma already takes more 
damage than normal characters. 


Akuma gains plenty from a variety of 
damaging Super Combos. A majority 
of these can be canceled into from 
Akuma's best opening attack options for 
solid damage and guaranteed follow up 
attacks. Access to the Shun Goku Satsu 
for random tricks and wake up situations 
doesn't hurt either. Unfortunately, in the 
end A-ISM's only real negative is that it 
isn't V-ISM. 


J WAS Gexommencked) 


V-ISM Akuma is widely considered one of the strongest characters in Street Fighter 
Alpha 3. Aside from having his entire move set available to him in V-ISM, the ability 
to perform his « + HK at any distance greatly improves his options at close-range. 
Furthermore, he quite possibly has 
the strongest set of Variable Combos. 
His Guard Crush, anti-air, and ground 
Variable Combos, are some of the most 
damaging and consistent ones available. 
Simply put, V-ISM is easily the choice to 
make when it comes to Akuma’s various 
play modes. 








Senpu [Sela Gemecilation 


Akuma's » +MK command attack is a highly versatile poke. It flies over low attacks 
cand moves him forward. The recovery of this attack can also be canceled into a special 
attack. This enables you to combo a Gou Shoryu Ken or HP Hado Ken after it if the 
Senpu Kyaku happens to hit, Additionally, although the Senpu Kyaku leaves you at 
avery slight disadvantage when blocked, the ability to cancel the recovery makes it 
risky for your opponent to use this disadvantage to stage a counter attack. Because 
of the risk, your opponent may not be 
willing to attack after the Senpu Kyaku 
often, and this allows you to occasionally 
go for a throw or a Counter Hit combo 
afferwards. This makes the Senpu Kyaku 
a valuable tool when applying pressure 
to your opponent at mid-range. 
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The option in V-ISM that allows close range moves with simple commands is veq 
powerful tool for an Akuma player. His close standing HK specifically is a dynam 
move that deals massive stun damage when it connects (8 + 8, 16 points total 
Because of its great speed and massive range, + + HK is a great option for a Counts: 
Hit against anticipated attacks at close range. For example, a strong opening string 
often used by Akuma players is crouching LK x 2. In cases where this string doese™ 
connect, occasionally follow up afterwards with + HK. If your opponent belioye: 
you're going to try for a throw or another option that they can counter, + + HK ya 
beat most of your opponent's attempts to stick out an attack to stop your offense. If 
connects, you receive a massive stun damage lead, and if it doesn’t, your enemy loses 
a large portion of their Guard Meter. 






Aside from its uses as a mobility option, the Tenma Kujin Kyaku can be used in wake 
up situations to stage a difficult to block guessing game. For example, sweep your 
opponent with crouching HK, then immediately jump forward. When you reach the 
apex of your jump, press + + MK to perform a Tenma Kujin Kyaku. Despite looking 
like it may connect, the dive kick should whiff directly in front of your opponent. & 
common reaction to this is to block high, which leaves your opponent. vulnerable te 
low attacks. After you recover, nail your unsuspecting foe with crouching LK x 2= 
HK Tatsumaki Zanku Kyaku. To make this tactic even deadlier, hit your opponent wite 
crouching HK, then hesitate a second before you jump forward. Now perform a Tene 
Kujin Kyaku, which should hit your opponent extremely close to the ground just a= 
they stand up. When it hits, link after it with crouching LK x 2.¢> HP Go Hado Ken. 


{tis important to remember the options available to you after a Tenma Kujin Kyaku & © 


blocked. Basic options like crouching LK x 2 or a late throw are used most offen, Aiother 
widely used option is an early crouching MP. If your opponent tries to attack after they 
recover from Blockstun (because they believed you're going to attempt a throw) 
crouching MP will connect on a Counter Hit, When it does, it’s possible to link crouching 
HK after it, setting up the aforementioned Tenma Kujin Kyaku tactic once again, 
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Tkisomel Senpu yal Melaiiiiiy 


‘Soma players can use the jumping version of his Tatsumaki Zanku Kyaku (++ + HK) 
je propel Akuma across the screen forwards or backwards. Ths is useful for quick retreats 
s effortlessly escaping comers when your opponent is closing in on you. The command 
se porform the Tatsumaki Zanku Kyaku the absolute second you leave the ground for a 
senp is different depending on the direction you want to travel. To fly forward, perform 
Se command +e # +HK. To fly backwards, input ++ + HK. In either case, the 
emand must be performed quickly and smoothly for the aerial Tatsumaki to initiate 
oper. 
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Iniblledzclle Wenicille Gombe 


©: possible to modify Akuma’s mid-screen Guard Break Variable Combo (#3) so 
Sat it becomes almost impossible to block. The sequence required to perform this 
schnique is; LP + LK activation, crouching MK <> HP Shokunetsu Hadou Ken => HP 
Syokki Shu <> extremely late Hyakki Go Sen <> crouching LK <> HP Go Hado Ken. 
When timed correctly, the late Hyakki Go Sen's Variable Combo shadow should hit just 
er the crouching LK does. Immediately after the Hyakki Go Sen’s shadow hits, the 
‘cuching LY’s after image connects. In order for your opponent to defend against this 
seter, they must block high, low, high, then low again, with less then a second of 
See to do so. As you can imagine, this is practically impossible to block with any sort 
consistency, and makes the tactic worth every ounce of effort to perform it. Once 
Se HP Go Hado Ken hits, toke advantage of the hit and cancel it into a HP Hyakki 
De > Hyakki Go Sen <> HP Go Hado Ken. Repeat this sequence to eradicate your 
eny’s life bar. 
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Crouching LK x 2.<> standing LK => HP Go Hado Ken 
iW Crouching LK x 2 <> HK Tatsumoki Zonku Kyaku 
OW, [Crouching LK linked into standing HP > HP Go Hodo Ken 
KAW | > + NK => LP Go Shoryu Ken or HP Go Hado Ken 
my Jump in HK, standing HP <> HK Tatsumaki Zanku Kyaku or Level 
1~3 Messalsu Go Hado 
ws Crouching LK x 2¢> Level 1~3 Messatsu Go Shoryu or Messatsu 
= Go Hado 
Near corner, Counter Hit jumping HP (Crouch Cancel landing), 
RAM, semi-late jumping HP (Crouch Cancel landing), crouching MP s> 
HK Tatsumaki Zonku Kyoko, 











Vericils Gembas 
#1) Anti-Air 


LP + LK activation, LP Go Shoryu Ken «> (HP Go Hado Ken <> HP Hyakki Shu => 
Hyakki Go Sho) x il. When corner is reached, change combo to (standing HP <> HP 
Go Hado Ken (misses)) x ML End combo with far standing HP => Hyakki Go Sen. 


#2) Ground 


LP + LK activation, crouching MK <> (HP Shakunetsu Hado Ken «> HP Hyakki Shu <> 
Hyakki Go Sho) x AL When corner is reached, change combo to (standing HP => HP 
Go Hado Ken (misses)) x ML End combo with far standing HP <> Hyakki Go Sen. 


#3) Mid-screen Guard Break 


LP + LK activation, crouching MK => (HP Shakunetsu Hado Ken <> HP Hyakki Shu => 
Hyakki Go Sen) x WW. 


#4) Corner Guard Break 

LP + LK activation, (-» + MK <> HP Shakunetsu Hado Ken) x Ml 

#5) Corner Chip Damage and Guard Break VC 

LP + LK activation, (HP Shakunetsu Hado Ken) x I. . 
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Bdlogoclfaciie 

Fresh out of the ring and looking for trouble, this boxing heavyweight has an affinity for mid 
range combat. His standing HP and various dashing punch moves enable Balrog players t= 
make it very difficult for opponents to use ground movement to avoid attacks. This is especially 
apparent when an enemy is cornered, where their options for escape become extremely 
limited. Your objective 
with Balrog, if you 
choose to accept it, is to 
corner your opponent. 





How to Accomplish Balrog’s Objective 


Option 1: Establish Balrog’s mid-range offense 





Your goal, while playing Balrog, is based on standing your ground and pushing your 
opponent backwards with Balrog’s many dashing punch moves. Against any character 
that can’t crouch under it (E. Honda, Zangief, Balrog, Birdie, Sodom, Sagat, Blanka 
M. Bison, and Cody), standing HP (or HK) is an excellent all-purpose poke. It has 
great range, overall speed, and it is complete safe to punishment when it is blocked 
If performed early enough, it even tends to catch jumping foes before they leave 
the ground. Dance in and out of your opponent's maximum attack range and abuse 
Name | Command standing HP. If you ever lure one of your enemy’s attacks through this movement, 

punish it.with standing HP or a crouching HK. Hold « when performing a standing HP 
to accumulate the charge for one of Balrog’s many Dosh Punch attacks. If you believe 
your opponent may try to regain their positioning affer eating a standing HP, perform 
Charge + % + Any Punch a Dash Ground Straight to-catch them moving around. If you anticipate a jump in 
this situation, perform Balrog’s HK Dash Upper to hit your jumping opponent from 
pretty much any distance. Finally, you should use Balrog’s crouching MP to beat any 
Buffalo Head Charge + + Any Punch (reversal only) commonly used sliding attacks (Dhalsim’s crouching LK, Guy's crouching HK, Sodom’s 


Kedalls Turn Punch he LP-+ MP + HP or LK + MK + HK, then crouching HK, etc) that other characters normally have a hard time countering, 
release 





Availability 






i Dosh Straight Charge «> + Any Punch 
HAY, Dash Upper 


Dosh Ground 
Straight 


Dash Ground Upper | Charge + » -+ Any Kick 






















[charge + -» + Any Kick 
































Unfortunately, against characters that con crouch under his standing HP. Balrog is 
completely reliant on crouching HK and his Dash Punch attacks. Concentrate on punishing 
missed moves with crouching HK and apply pressure with a LP Dash Straight (in X-ISM 





























ISM Avai | Command only, Dash Straight whiffs against crouching characters in A or V-ISM). Use Dash Uppers 
A Crazy Buffalo Chorge +++ -> + Any Punch} — to punish anticipated jumps, and don’t forget to use a healthy amount of Dash Ground 
e Gigaton Blow Gam fe +> +Any Kick | Straights to catch enemies that focus on ground movement to avoid attacks. 

Crazy Buffalo Gis ee + Any Punch 
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Senping LP is a strong method for getting close when your opponent isn’t looking for a jump. Perform a jumping LP at the apex of your jump to Counter Hit any normal attacks 
Sei your opponent may try to perform as an anti-air. If jumping LP connects on a Counter Hit, land and link crouching LP x 2 <> LP Dash Ground Straight, or a Level 1~3 Crazy 
Seffalo. In cases where your adversary simply blocks the LP follow up with a throw or crouching LP x 2 to create a basic guessing game. The following shows what actions to 
‘eke depending on whether or not crouching LP x 2 hits. 













a 


Cancel the second crouching LP into 
a LP Dash Ground St 
1-3 Crazy Buffolo, 


Immediately perform crouching MP=> 
LP Dash Straight. This move connects 
on a Counter Hit if your opponent 
expects a throw. Does not work against 
some crouching characters, in which 
case perform a standalone crouching 
AK instead. 
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Belensive Neves 
Gouching HP and standing MP (or MK) are your most effective onti-air choices. (A) SMANSIN (Regemmenendiscs) 


Ssding MP can even be canceled into a Dash Upper for a 2 hit air combo. Against XGISM Balrog’s Dash Straight hs a huge 
seme jumping attacks, where the aforementioned moves aren't effective, standing LP upgitides Fone) it. cantleencrouchd 
2 works. This move can also be cancelled into the Dash Upper, so it is worth your wor unlike the in cand V-ISM version 


Shor to try iif you have a charge, The HP Version of the-Dash Straight 
also knocks your opponent down. The 
down side is the loss of the Dash Ground 
Straight, which is a huge blow to Balrog's 
ground game, 
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With ASM, access to a Level 1 Crazy 
Buffalo gives this version of Balrog a 
better combo to utilize. It also boasts 
enough invulnerability to work. was a 
reversal on wake up. His Gigaton Blow 
also does massive damage, but it’s only 
useful when your opponent makes a 
mistake ond gives you a direct opening. 






Balrog’s Variable Combos are not useful and that is why X-ISM and A-ISM. are 
recommended. He has a single anti-air VC that requires Crouch Canceling, making it 
extremely difficult to perform. However, 
he does gain the ability to cancel his 
crouching HP. which allows him to 
perform devastating Counter Hit combos 
that involve his turn punch. However, 
this alone isn’t enough to make V-ISM 
Balrog a passable option. 





trenciing Vertical Jempting [IP 


X-ISM Balrog’s vertical jumping HP can be moved backwards or forwards while he's 
initiating the attack. This is simply done by holding «or + after performing a 
vertical jumping HP. Although it's not a necessity, this is useful for inching Balrog into 
attack range after you jump straight up over one of your opponent’s ground attacks. 





The damage output of Balrog’s Turn Punch (Hold LP + MP + HP or LK + MK + HK) 
is dictated by how long the button input is held down. There are 10 different levels 
of damage. When fully charged, the Turn Punch deals a massive 40% damage. The 
massive pain this attack inflicts when fully charged is more than enough to make up 
for its terrible wind up time. 














When it comes to performing the Turn Punch, the command requires that you how 
all three buttons of the Punch or Kick attack set. When these buttons are held dow: 
that set of attacks becomes unavailable 
to you. Since the majority of Balrog’s 
important normal attacks can be 
performed with Kick buttons (standing 
HK, crouching HK, standing MK), charge 
the Turn Punch with LP + MP + HP so 
that your Kick attacks are still available 
for use. 





Unfortunately, actually landing the Turn Punch is extremely difficult. As mentioned 
it has a foirly lengthy starting period that telegraphs its presence. However, Balrog 
has a short window of mid-body invulnerability during this wind up period. Althougs 
extremely difficult to do with any sort of consistency, itis possible to use this window te 
pass through projectiles performed with MP-or HP. It does not work against projectiles 
performed with LP, which travel too slowly fo pass through. 


Additionally, Balrog’s crouching HP can be canceled in V-ISM. If it connects on a 
Counter Hit, ifs possible to:cancel it into a Turn Punch for a powerful 2 hit air combo. 
A basic way to fish for a Counter Hit crouching HP is to use it in combination with 
throw set-ups. For example, perform an early crouching LP to meet your opponent 
as they get up from a knockdown. After you recover from the LP initiate either a 


throw or an immediate crouching HP. If 
your opponent atfempts to perform a 
quick attack to stop what they believe to 
be a throw, crouching HP connects on a 
Counter Hit. React to the Counter Hit and 
cancel into a Turn Punch to score massive 
damage. 



















































































oc 
- ISM Availability | Command Sequence 
uh Jump in HP, crouching MP <> HP Dash Ground Straight 
mw Grouching LP x 2 LP Dash Ground Straight 
ny Crouching LP x 2<> Level 1~3 Crazy Buffalo 
Lea Anti-air standing MK or MP <> HP Dash Upper 
wv Anti-cir crouching HP <> HP Dash Upper 
Near corner, Counter Hit jumping LP (Crouch Cancel landing), 
eo semiclate jumping HP (Crouch Cancel landing), crouching MP «> 
HK Dash Upper. 
et 
i Gemlbes 
= #1) Anti-Air 
_ 






Counter Hit jump LP (Crouch Cancel landing), then jump forward and activate 
with LP + LK, (jumping HP Crouch Cancel landing) x A. 


oe 
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your adversary directly next 
to you, allowing you to 
keep the momentum 
of the match in 
your favor. 


Name | Command 


Availability 
> +HK 

Perform close standing HP (2 hits), then hold + 
Charge «> +P. 

Hold and release Any 2 Punch or Kick Buttons 
Rotate 360 + Punch 

Rotate 360 4. Kick 

While jumping, + + HP. 





Bad Hammer 
Bull Head 

Bull Horn 
Murderer Chain 
Bandit Chain 





























| Command 
Charge + ++ + + Any Punch 
[#4 4 Any Punch or Kick 








| Bull Revenger 






















Your objective when playing Birdie is to corner your opponent. Many. of Birdie’s best options, his 
Murderer Chain and his Bull Horn, throw his enemy across the screen after they connect—making # 
difficult to pursue your fallen opponent with a follow up attack. When cornered, these options leave 





How to Accomplish Birdie’s Objective 


Option 1: Establish Birdie‘s mid-range offense 





Push your opponent into « corner utilizing basic foot games. This is done by scoring 
hits and walking forward while your opponent is in Blockstun or Hitstun. Plant yourself 
just outside of attack range and use standing HP to attack from afar. Standing HP is 
extremely vulnerable to Counter Attack if it misses, so use it with caution. If your 
opponent consistently evades attacks through ground movement, occasionally walk 
into attack range and throw out a crouching HK to catch attempts to back away 
from your offense. Jump straight up 
on occasion fo cover jump attempts 
while avoiding ground attacks. If your 
opponent leaps towards you when you 
jump, perform an early jumping MK to 
stop them in their tracks. If they choose 
a ground attack, come out of the jump 
with a late HK. 





Option 2: Jump over one of your opponent's attacks 





Use Birdie’s exceptional jump to anticipate an attack and jump over it. If you guess 
correclly and your opponent does an attack, nail them with jump-in HK, crouching 
MP <> LP Bull Head to smack your opponent towards a corner. If you jump forward, 
and they don’t do an attack, predict when your opponent might perform an anti-cir 
and hit jumping LK just before they attack. Jumping LK has a lot of priority against 
normal attack anti-air maneuvers, so if it is done early you may beat their attack 
altogether and score a Counter Hit. If you don’t believe they will try to punish your 
jump (because they weren't looking for 
one), make them block a late jumping 
LK and follow it up with either a HP 
Murderer Chain or crouching LP (Counter 
Hit) crouching MP <> LP Bull Head, 
Regardless of which option you choose, 
if either of them hit your opponent will 
be pushed even closer to a corner. 
















Offenaive Nefies 


‘oonter Hit setups are extremely advantageous for a Birdie player. Birdie doesn’t have 
‘ef and verifiable combos, so use them to perform link combos that aren't normally 
sessile, When combined with his damaging command throws, Counter Hits aren't 
‘SFicult to land. A basic Counter Hit setup starts with an early crouching LP performed 
‘yen your opponent is waking up. Hold during the LP to start accumulating a charge 
% 0 Bull Head. After you recover from the LP perform either a HP Murderer Chain, or 
‘smother crouching LP followed by a crouching MP. If crouching LP connects on a Counter 
Sethe following crouching MP will ink afterwards, IFit hits, cancel the crouching MP into 
1? Bull Head or a Level 1~3 The Birdie for big damage and a knockdown. 


ee ee 


Cross-up Body Slam 








Perform a HP Murderer Chain or HK 
Ssndit Chain when you land, Works 

sly when your opponent is afraid of 
eur other attack options. 







Perform a crouching LP followed by 
crouching MP If the LP connects on 
Counter Hit the crouching MP links 
afterwards. If you see it connec, cancel 
the MP into a LP Bull Head or Level 
1-3 The Birdie. This counters your 
opponent's attempts to stop a throw. 














onp forward and immediately 
serform another cross-up Body Slam. 
en difficult for novice players to 
‘Meck. Also a good way to catch your 
seponent’s attempts to jump away 
Som what they believe to be a throw. 









Jump backwards and perform a 
jumping LK the second you leave the 
ground, Acts as an “instant” overhead 
attack, which is practically impossible to 
react to, Use this as an unexpected way 
to finish off an opponent if they are 
close to being knocked out, 





Befemive Nefies 


Seuching HP will end up being your most used anti-air option, It’s easy to use and 
‘srerally gets the job done. Standing LP is also effective, sacrificing power for better 
eovery ond a litle more priority. 
Sevide of these, your only other anti-air 
spon is an early forward jumping MK 
© MP If either connects on a Counter 
© sear a corner, Crouch Cancel your 
Severy into a forward jump HK, 
‘eeching MP <> LP Bull Head. 


BFR R RA) | Lae! 











Birdie’s Body Slam (while jumping, + + HP) is also useful for setting up Counter Hits and other 
attack options. The only difference is the Body Slam’s ability to cross-up, making the initial 
attack difficult for your enemy to block. Although its not possible to link any substantial after 
it if the Body Slam hits, use the advantage gained fo stage a follow up attack anyway. The 
following illustrates the options available to you after a cross-up Body Slam, 
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In this ISM Birdie gains access to the 
Bad Hammer, this is a powerful combo 
follow up to his close standing HP. 
It deals massive damage, and more 
importantly, doesn’t require you fo store 
a charge to use it. In addition to this, the 
overall damage boost Birdie receives is 
a welcome positive, considering Birdie’s 
focus is close range combat. 


eS 








The Level 1~2 versions of The Birdie are great for Counter Hit combos. This attack 
also bolsters enough invulnerability. to work as a reversal on wake up. It happens 
e completely. safe to counter. attack 
is well, making it a completely free 
reversal if you need one. Moreover, 
Birdie’s Bull Revenger is very useful for 
countering projectiles. Since projectiles, 
are so difficult for a Birdie player to deal 
with, this us a useful Super Combo to 
have available when you need it. 


Although basic, Birdie has « worthy Ground Based Variable Combo at his disposal. The 
first two hits of this combo can also be omitted to turn it into an anti projectile VC, 
which is something a Birdie player can 

lefinitely use. The inclusion of Birdie’s 

command throws also allow him to throw 

his opponent out of Blockstun if one 

of the VC attacks misses, giving you a 

secondary attack option to work with if 

things go wrong. 





(@dvanced| Tactics) 
Using Tho Bull Herm Bitsatively 


The Bull Horn attack progressively creates more and more damage depending on how 
long the command is held down. At full strength, the Bull Horn deals a whopping 35 
to 50% damage on impact (depending on the ISM). Because of its massive damage 
outpul, it’s worth your while to charge for the Bull Horn just incase the opportunity 
to land it arises. 





When it comes to execution, you have no choice but to sacrifice an important move 

in order to charge for a Bull Horn. Out of the options available, your best choice is to 
sacrifice either his standing HP (Charge 
with LP + HP), or jumping LK (LK + MK). 
Although both moves are important, 
stonding HP con be replaced with 
crouching MK for reasonable results. 


When it comes to landing the Bull 
Horn, it does have a slight window of 
invulnerability on start up. This can be 
used to go through and punish some 
ground attacks, It's also possible to use 
it to punish fast projectiles; however, it 
doesn’t work against LP projectiles that 
travel slowly. 


In regards to combos, there is only one good way to link into the Bull Horn, Nea 
corners, it's possible to meet your opponent in the air with a jumping MK or Me 
cand if it connects on a Counter Hit, follow up with a devastating combo the leads 
into the Bull Horn. This combo is Counter Hit jumping MP (Crouch Cancel landing 
semi-late jumping HK, crouching MP <> Bull Horn. Depending on how long you've 
been charging the Bull Horn, this combo could possibly consume 40 to 70% of your 
enemy's life bar! 


Lastly, when charged to ful strength, the Bull Horn deals a massive amount of Gus 
Meter damage and leaves you af an advantage when it recovers. If your oppons 
is about to be Guard Crushed, perform an immediate, crouching MP <> LP Bull Heat 
when you recover to finish the job. 











eed ee Sequence 
Jumping HK, crouching MP <> LP Bull Head 
Jumping HK, crouching HP (2 hits) <> Level 1~3 The Birdie 


Jumping HK, crouching HP (2 hits) <> LP Bull Head 


enw Near corner, Counter Hit jumping MP (Crouch Cancel landing), semi-late 
jumping HK (Crouch Cancel landing), crouching MP <> Bull Horn. 




























Varies Gombas 

=1) Ground 

© = LK activation, crouching MP «> LP Bull Head <> (MP 
‘Tel Head) x M. When Super Meter drops below 20%, end 
sembo with standing HK (misses), then an off-the-ground HP 
Secderer Chain. 

#2) Anti-Projectile 

1 + LK activation, MP Bull Head <> (MP Bull Head) x . When 


Soper Meter drops below 20%, end combo with standing HK 
‘Spisses), then an off-the-ground HP Murderer Chain. 
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finns Chaciia 
The green machine lacks some of the offensive options needed to create openings at close 
range, so a Blanka player must be reliant on coercing an enemy into making mistakes 
—— Since Blanka has some difficulty controlling the ground well enough to bait a jump, your 
— objective is to work on 
depleting your opponent's 
Guard Meter to coerce 
attacks and mistakes. 


How to Accomplish Blanka’s Objective 


Option 1: Carefully mount Guard Crush patterns 





Blanka’s game relies on whittling down an opponent's Guard Meter through various 
attack patterns. Although your objective is toweaken their defense, the ultimate ci 
of this tactic is to pressure your enemy into a situation where they have to take risks 
Leaving them ina state where they are close to being Guard Crushed is they hest way 
to do that. With the threat of free combo on the horizon, your enemy has no choice 
Rock Grush When dlose, + or» + MP but to commit to a jump, or a recovery heavy reversal to stop you. Anticipate ane 
Rock Crush punish these attempts with Blanka’s various anti-cir atfacks and thrust your oppone=t 
Amazon River Run |» + HP back into an unfavorable position. When your opponent is finally scared to mount = 
Fleciric Thunder Press Punch rapidly counter offensive, Guard Crush your adversary fo score even more damage and take 
Ruling Atiack | Ghrge ==> + Any Ponch home the gol. 
Backstep Rolling | Charge + > + Any Kick The following is a list of attack sequences that deal great amounts of Guard Meter 
Vertical Rolling Charge ++ + Any Kick damage. These sequences are not airtight, so they should not always be performes 
Surprise Forward | LK + MK + HK or > + LK + MK + HK as they are listed. Omit attacks from each string and block if you anticipate your 
~ eI HK opponent is going to take measures to counter a pattern (like performing Ryu 
Shoryu Ken to beat one of your attacks). Additionally, the jumping attack at the 


&parGanbas beginning of each sequence is completely optional; perform it only if you're positive 
your adversary isn’t looking to counter a jump. 
ISM Availability | Name | Command 


Ground Shave Rolling _ | Charge + ++ -> + Any Punch 


Charge # x # + Any Kick, press any 
Punch or Kick rapidly to shake more 3) Jump-in HP or HK, vertical jumping HK. When you recover from the jump, continue into pattern 1 


fruit off the trees or 2. 


ISM 


Availability |Home Command 































1) Jumpsin HP or HK, crouching LK, standing HP HP Rolling Attack, 
2) Jumpin HP or HK, crouching LK, crouching MK => HP Rolling Attack, 










) Jumpin HP or HK, crouching LK, forward jumping cross up HP then perform a HP Electric Thunder 
when you land. When performed correctly, the HP Electric Thunder hits 3 times for a massive 
chunk of Guard Meter damage. Follow up after you recover from the attack with a crouching Hi x 
crouching HP 


















Oiensive Neies 
Seeching HK and Blanka’s Amazon River Run (= + HP) are your two main attacks at mid-range, Crouching HK is the safer option of the two, sporting decent start up time ond 
“emery. Use it 10 punish missed moves. The Amazon River Run is a sliding attack that's excellent at catching opponents who tend to walk backwards to avoid attacks. It’s also 
“e's for sliding under and punishing projectiles, making it Blanka’s most used anti-projectile option outside of jumps. Crouching 
Fé: also useful at this distance. It has the ability to catch early jumps before they leave the ground. It has a tendency to miss 
‘senst some smaller crouching characters, so use it with caution. 


‘Wer you're in need of direct damage, jump-in HK is your best opening. Blanka’s jumping speed is fairly fast, so it’s easy to use it 
Ss sunish ground attacks or to slip passed your enemy's defense when they aren't looking for a jump. If you jump over a predicted 
‘peend attack, come out of it with a late HK, crouching MK <> HP Rolling Attack. If jumping HK ends up being blocked, it’s possible 
> se the advantage to set up a basic Counter Hit combo. The following illustrates the commonly used options after jump;in HK. 















Walk up ond Punch throw your 
opponent. Works only when your 
‘enemy is afraid of your other options. 


Perform an early crouching LK Perform a semi-late Surprise Forward, 

followed by a standing LP IF crouching then immediately throw when you 

LK connects on a Counter Hit the recover. This option moves Blanka 

standing LP links, which can then be behind your enemy, which might catch 

canceled into a HP Rolling Attack, them off guard. Additionally, if your 
enemy tries to throw when you land, the 
Surprise Forward will avoid it altogether, 


iFit's blocked: 








Befiemaive Netes ISM Specifies 
Sonka hos several anti-air options. The first is standing HP. which is a caw attack that ii 

st be performed a litle early to beat jump attacks. The second is an early vertical 
smrping HP, which is usually fast enough fo counter most jump attempts. A forward 
smaing HP is also a viable anti-cir option. Although risky because of airblocking, it 
‘ee lead to a substantial amount of damage if it connects on a Counter Hit (refer to the 
‘emnbo section). Finally, Blanka’s Level 2~3 Ground Shave Rolling has invulnerability 
‘Set works consistently against most jump — 

sPempls. If the first hit connects against 
= wmping attack, continue to hold the 
Feet button down to hold Blanka in 
see momentarily. Release Punch after 
‘em opponent falls a bit to score the full 
Serage of the attack. 


The only thing X-ISM Blanka gains is 
a damage increase, which is hardly 
worth the loss of airblocking and Alpha 
Counters. This same damage increase 
doesn’t even affect his Ground Shave 
Rolling Super Combo. Avoid choosing 
X-ISM if you can. 





Blanka has everything he needs to get by 
in A-ISM. His Level 2 or 3 Ground Shave 
Rolling is a damaging anti-air option 
that's great for punishing sporadic jump 
atiempts when your opponent's Guard 
Meter is low. Additionally, Alpha Counters 
allow you to get your adversary away 
from you when the going gets rough. 


Blanka’s only Variable Combo involves 
@ rare anti-air situation and Crouch 
Cancels. It’s hardly a consistent situation, 
making the Variable Combo useless to 
him. This is o very difficult choice to 
utilize if you want to play Blanka, 


fidvanced) Tactics 

Tadieal Reling Atadk 
Blanka’s Rolling Attack has a very short recovery period ifit never hits your opponent. 
This happens after the Rolling Attack travels a specific fixed distance. As far as its 
applications go, purposely positioning the Rolling Attack to travel forward and stop 
directly in front of your opponent is an interesting way to set up throws. For example, 
perform a deep jump in HK while holding «, then immediately do a crouching MK 
when you land. When you recover from the MK, immediately perform a Surprise 
Back (+ +LK + MK + HK). When you recover from the backwards hop, immediately 
perform a LP Rolling Attack. If performed correctly, the LP Rolling Attack should miss 
direcily in front of your enemy. Immediately perform a throw when you recover to 
catch your opponent off guard. 


This tactic becomes even more convincing when you mix in a Rolling Attack that 
actually hits. In regards to the aforementioned example, replace the LP Rolling Attack 
with a MP version, which should barely 
hit your opponent. With the inability 
to judge if whether or not the Rolling 
Attack is going to actually hit, there's no 











consistent way to effectively deal with it. 


Gum Times with fino Trepizall Heaeanel 


Far from being practical, the Tropical Hazard is still a fun Super Combo to use on occas: 
Blanka jumps on to a tree branch and shakes fruit out of it before performing a divs 
shoulder charge. After recovering from the attack, its possible to strike the grou 
watermelons that Blanka shakes out of the tree. After connecting an attack, the smacks 
watermelon is volleyed fowards your opponent, acting as a projectile, The trajectory 
the watermelon fires at is determined by the strength of the attack used, Light attodk. 
hit the watermelon at an upward arc, while Hard attacks hurl the tasty fruit forward 
blinding speeds. It’s also possible to hit a melon a second time once itis airborne, send 
the projectile in different direction. Additionally, your opponent has the option of hit 
the watermelons as well. However, it is not possible for your opponent to bounce 
watermelon back at you if you've already sent it flying towards them. 


ae a 


SEO 


The Light attack’s trajectory is actually useful for safely staging a tricky attack, Whee 
the positioning of the watermelon is about a crouching HK’s distance away from your 
opponent, perform a crouching LK to kick the melon towards them. Immediately 
jump towards your opponent to follow behind the flying melon. When you land from 
the jump, immediately perform a crouching LK, which not only hits your opponent. 
but also lobs the watermelon you kicked earlier directly info your opponent's face 
(resulting in a 2 hit combo). You can add little flavor to this tactic by kicking 
melon, then jumping forward and initiating a late jumping HK. After the jump attack 
hits, the descending watermelons will combo soon after. 


This tactic cannot be stopped with an anti-air of any sort. If your opponent attempts 
to do so, it results in a successful watermelon hit. Unfortunately, not only is the 
watermelon drop position random, but also there’s never really any reason to perform: 
the Tropical Hazard, This ultimately makes what could be such an effective tactic 
almost useless, 











(a Sequence 
Jumpin HK, crouching MK ¢> HP Roling Attack 
Ant-ir stoning LP => HK Vertical Rolling aj 
(oss up HP standing LP = LP Elecric Thunder 


Counter Hit jumping HP (Crouch Cancel landing), jumping HP 
(Crouch Cancel landing), then juggle with a early crouching HP. 


Warfcblls Gomes 
#1) Anti-Air 
Senter hit jumping HP (Crouch Cancel landing), jump forward 


op activate with LP + LK, (Jumping HP (Crouch Cancel landing)) 
© MEnd combo with a jump forward Kick air throw. 


























































Cammy is heavily reliant on Variable Combos in order to deal damage. Without them, a Cammy plays 
must rely on Super Combos, which are somewhat lacking in the damage department. Since this is 
factor, the objective while playing Cammy is to coerce your opponent into jumping in aggressive! 
By applying pressure at mid-range, your opponent will eventually take measures to jump over yo 
ground-based offense. Anticipate the attempt and punish it with a Variable Combo to win the day, 


How to Accomplish Cammy’s Objective 
Option 1: Establish Cammy’s mid-range offense 





A Cammy player should rely on using her excellent walking speed to lure and evade 
enemy attacks. Rapidly move in and out of your opponent's maximum attack range 
cand bait them info making a move. If they perform an attack and it misses, punis 
the whiffed attack with crouching HK. If you ever anticipate that your opponent 
going to move far enough into range to safely attack, perform an early crouching Mi 
to put a stop to their intentions. If your opponent is using projectiles, jump straight 
up over it in reaction to its release to safely avoid it without losing your position. Ir 
regards to attacking, occasionally move into attacking distance and initiate a standing 
HK. lis excellent range makes it difficult to evade through backwards movement. ft 
even tends fo catch jumps as they leave the ground when your enemy jumps towards 
you. Continue to apply pressure using these basic tactics and keep an eye out for 
jump attempts. Once an opponent jumps, pummel them with Cammy’s anti-air VC oF 
a Reverse Shaft Breaker to secure a victory. 








+ or > + Any 2 Punch Buttons 
+ or > + Any 2 Kick Buttons 

While jumping, + or > + Any 2 Punch Buttons 
While jumping, « or > + Any 2 Punch Buttons 


























tee + Any Punch é 


ce wednes Any Puch (res Kick 10. 
cancel) ee | 
thine performing the | n 

i] 


+ ore Any Kick when cose after Hooligan 
Combination en 









gue tut Any Kick 
tee be + Any Kick, then 
press Kick rapidly 

Charge sae» 4 Any Kick 
(Level 3 only) 


Spin Drive Smasher 








Reverse Shaft Breaker 





Killer Bee Assault 
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Ofncive Notas 
eoching LK x 2is Cammy’s most used attack opening at point blank range. In cases where it connects, it can be canceled into a HK Cannon Spike or any level of the Spin Drive 


Sesser. If blocked, Cammy has several basic options to utilize in order to stage a follow up attack. The following shows how to best use this opening depending on whether 
sett hits, 
















Cancel the second crouching 
HK Cannon 






‘Fit connects: 


z 













el 
@ Jump forward and perform a 





i 
Walk forward and perform 













Perform an immediate Walk forward and throw your 
crouching MP Stops early ‘opponent. Works only when crouching LK (Counter Hit) late cross up LK. Some novice 
‘attempts to attack you after your opponent is afraid of linked into crouching HK. players have difficulty blocking 

crouching LK recovers. every other attack option. Counters your opponent's this option. After landing, link 





‘attempts to stop what they 


crouching [Kx 2 
think 0 walk up throw. = 








Deftemeive Nefes ISM Specifies ‘ 


Commy’s Cannon Spike has some invulnerability that makes it useful as an anti- mf 
cir or as a reversal on wake up. It must be performed extremely lote, or it can be 
airblocked, In regards to other forms of anti-air, crouching HP can be used to deal with her lackluster damage output, Cammy’s 
most frontal jump in attempts. If needed, « + MP (V-ISM only) is useful for dealing XASM Spin. Drive Smoshaessiangely 
with jumps that are directly above you. Cancel it into a HK Cannon Spike fora 2 hit — goocn'y got much ofc boost The ¥-ISM 
combo. Finally, an early forward jumping HK may be in order if you're looking for 
more damage. If it connects on a Counter Hit, it’s possible to Crouch Cancel your jump 


Although the increased damage helps 


chain system is equally unimportant to 
her, since it only increases her combo 


recovery and juggle with crouching MP <> HK Cannon Spike for solid damage. Mix in capabiliies in rote situations tat don’t 
on occasional air throw to keep your opponent from air guarding your jumping HK. 





often come up. 


Having access to a Level 1 Spin Drive Smasher gives Cammy's close range options 
alittle kick. However, her Reverse Shaft 
Breaker and Killer Bee Assault Super 
Combos are both lackluster and difficult 
to. implement. Alpha Counters are 
equally unimportant, since she already 
has a worthwhile reversal at her disposal 
(Cannon Spike). 















J. WARM Gesamte) VWHEM Gountier Hit = HP 


If it connects on a Counter Hit, « + HP can be canceled into Cammy’s Hooli 
Combination on reaction to the hit, allowing you to grab your vulnerable oppon 
out of the air with her Cross Scissor Pressure throw. This simple 2 hit combo deals 
anti-cir and ground based VC that deals massive 40% damage to your opponent, Because of the high damage this co 


60% on a successful hit, In addition to deals, specific set ups designed to fish for a Counter Hit standing HP are o welcor 
that, the ability to use her close standing alternative to other attack options. The following example illustrates a specific Count 


fierce on command + + HP helps her Hit set up utilizing standing HP and what to do if it’s defended against. 












Aside from the addition of the Cannon Revenge and Cannon Strike, Cammy has the 
basic Variable Combos she needs to be an effective V-ISM character. Although she lacks 
a decent Guard Crush VC, she has a solid 






stage high damage Counter Hit set ups 
against larger characters. 


| 


With proper timing, Cammy can link a crouching HK after a crouching MP that connects 
on a Counter Hit. This basic combo is not just easy to perform, but it also knocks your 
opponent down within range for a follow up, woke up attack. Since her Cannon Spike 
combos are difficult to follow after, this is extremely valuable and enables you to 
keep the momentum of the match in your favor. Below illustrates a basic setup where 
crouching MP often connects on a Counter Hit. 


euU¥enlienee & EWES 















Perform alate throw. Use this option {Perform an immediate crouching MP 
when you believe your opponent is HFit connects on a Counter Hit, link 
going 0 block. | crouching HK. Connects when your 
‘opponent fries to counter what they 
believe to be a throw. 











SM Availability | Command Sequence 























Be Crouching LK x 2.¢> HK Cannon Spike 
ea Crouching LK x 2 <> Level 1~3 Spin Drive Smasher 
Baw Jump in HK, standing HP <> HK Spiral Arrow 
_ Cross up LK, crouching LK X-ISM chained into standing HP «> Level 
1-3 Spin Driver Smasher 
sa Counter Hit standing HP <> Killer Bee Assault 
: Counter Hit jumping HP (Crouch Cancel landing), semi late 
Bel jumping HK (Crouching Cancel landing), crouching MP <> HK 
Cannon Spike or Reverse Shaft Breaker. 











Veatch 
$1) Anti-Air 


= LK activation, (Standing HP => HK Cannon Spike <> MK Spiral Arrow) x AL 
Ween corner is reached, change combo to HK Cannon Spike x Ml If you're 1" player, 
sed combo with far standing HK <> close standing HP (misses), then jump forward 
e2 juggle with jumping HK (Crouch Cancel landing) x 4, crouching MP => HK Cannon 
Tpke. If you're 2° player, end combo with far standing HK <> close standing HP 
S>sses), then jump straight up and juggle with jumping HK (Crouch Cancel landing) 
#3, crouching MP <> HK Cannon Spike. 


22) Ground 


1? + LK activation, Close standing HP <> MK Spiral Arrow (Standing HP <> HK 
Connon Spike <> MK Spiral Arrow) x JM. When corner is reached, change combo 
fe HK Connon Spike x MM. If you're 1* player, end combo with far standing HK 
= close standing HP (misses), then jump forward and juggle with jumping HK 
Gouch Cancel landing) x 4, crouching MP <> HK Cannon Spike. If you're 2 
seyer, end combo with far standing HK <> close standing HP (misses), then jump 
aight up and juggle with jumping HK (Crouch Cancel landing) x 3, crouching 
# > HK Cannon Spike. 
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Charlie has an unmatched ability to control his opponent's movements. The combination 
of his quick-recovering Sonic Boom projectile and Step Kick enables a Charlie player 
apply pressure to an enemy without taking any big risks. The intense pressure of his grouns 
game can whittle away an adversary’s Guard Meter, forcing them to take risky measures 
to defy his offense. When properly anticipated, these mistakes can be countered for bie 
damage and add opportunities to deal more Guard Meter damage. Your objective wher 
playing Charlie is to break your opponent’s guard. 


How to Accomplish Charlie’s Objective 
Option 1; Establish Charlie’s mid-range offense 





I's no exaggeration to state that Charlie's entire ground game revolves around his 
Step Kick (- or + + HK). Its unmatched combination of good range, speed, priority 
and high Guard Meter damage makes it one of the most feared normal attacks i= 
Street Fighter Alpha 3. When united with Charlie's Sonic Boom, your ability to apply 
pressure to your opponent on the ground is without comparison. With that in mind 
establish mid-range by throwing a LP Sonic Boom and walk in behind it. Once you're 
in attack range, start pummeling your opponent with Step Kicks. Hold + as you 
perform Step Kicks in order to keep a charge for periodic Sonic Booms. After you 
recover from the attack, throw a LP Sonic Boom or walk forward and perform another 
Step Kick. 








Since the Step Kick is your main method of attack, your opponent will take measures 
to counterit. Use Charlie's Jumping Sobat (-> + MK) to go over low attacks performed 
in an attempt to beat your attack just as it comes out. If your challenger is walking 
backwards in an attempt to force a Step Kick to miss, walk forward and perform 
crouching HK to catch your opponent standing. 









ISM 
Availability 









Name | Command 







Knee Bazooka + o> +IK 
Jump Sobat 
Step Kick 

Sonic Boom 
Somersault Shell 





[= ors MK 





+ or> +HK 








If at any point your opponent manages to push you out of range, look for a.safe 
moment to throw a LP Sonic Boom. After its release, walk or dash behind it to establish 
your desired position with ease. Since 5 
this is the easiest way for you to move 
back into attack range, your opponent 
may be looking for a projectile 10 jump 
over, Lure your opponent into jumping 
cand punish the attempt with a Variable 
Combo or crouching HP. 


Charge +, + Any Punch 
Charge +, + + Any Kick 




















Charge #, %, 2, 4 + Any Kick 





Charge +, +, +, » + Any Punch, 
then press any Punch Button 3 times 


Charge +, +/+, > + Any Kick 


Sonic Break 






Crossfire Blitz 





























Ramncive Neakes 

“Perever you knock your opponent down with crouching HK, perform a quick Dash (A or V-ISM) or a Knee Bazooka (X-1SM) and immediately hold »¢. This enables you to 
‘e-ily establish close range while storting the initial charge sequence for a Sonic Boom or Somersault Shell. After the set up, you now have the option to combo a Somersault 
4 if you perform crouching LP x 2 on wake up. The following illustrates the basic options available to you depending on whether or not crouching LP x 2 connects, 





ene, 
‘ 












~ | Concel the second crouching LP into a 
| HK Somersault Shell 
ah = 





Immediately perform crouching Immediately perform a Step Jump forward and go for 4 Walk up and throw your 

MPc> LP Sonic Boom. Walk Kick. Works your opponent’s ca cross-up MK. IF it hits, opponent. Effective only when 
forward after the Sonic Booms Guard Meter without toking a link crouching LP x 2> HK your opponent is afraid of your 
release and perform a Step Somersault Shell afterwards. other attack options. 

Kick (> or + HK). Isao Often catches your opponent 

worthwhile to follow up with a y off guard if they’re assuming 

jumping HK instead ofthe Step you're going for another Guard 

Kick on occasion. Mainly used rush pattern 

to work your opponent's Guard 









Spedifias 

Secinst most jump attacks, your moin anti-air options include crouching HP or & pcisMy 

Beading HK. Ouside ofthese, Carle has i rely on Variable Combos Ot early WMP Y.ISM’s increased Guard Meter damage improves Charlie's already great ability to 
seth to counter jump otacls. An early jumping HP can possibly load to big combos gary Guard Breaks. Ths is a huge factor to keep in mind since a hefty portion of 
Fi connects on o Counter Hit near a corner. Specifically, Counter Hit jumping HP (1 arigg gome revolves around earning 
Souch Cancel landing), semi-late jumping HP (Crouch Cancel landing), crouching MP one, Additionally, the-¥-ISM version of 
© HK Somersault Shell. se : 





the Somersault Justice inflicts absolutely 
absurd amounts of damage to an 
unsuspecting foe. 
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A, AEM 
Although it’s difficult to implement because of the required positioning, Charlie's 
Sonic Break Super Combo opens the window to damaging combos against cornered 
opponents, It’s also useful for punishing 
your opponent's projectile attempis at 
mid-range. This, in addition to having 
access to the Somersault Justice Super 
Combo, gives him the basic tools you 
need fo deal damage when the situation 
is right. 





























Charge based Super Combos are only useful for specificsituations. Because they require 
a charge, they can’t be used to punish jump attempts over your Sonic Booms. Variable 
Combos remove that limitation, allowing you to counter your opponent's attempts 
to jump for big damage. Additionally, 
Variable Combos also give you the ability 
fo take advantage of a successful Guard 
Crush when the opportunity arises. This 
is a huge advantage to have considering 
its so difficult for A or X-ISM Charlie to 
take advantage of a Guard Crush. 





Gomer Pressure 


When your enemy is cornered, perform repeated Step Kicks followed by the occasional 
Sonic Boom if you ever anticipate o reversal maneuver. If you ever predict a jump, 
perform an early -» + HP to catch them asithey leave the ground. In cases where 
you believe your opponent may try to perform a'quick attack to stop one of your 
Step Kicks, jump towards your opponent and punish their attack with a combo. If they 
jump forward and they don’t. perform 
‘an attack, come out of the jump with 
jumping HK, crouching MP <> LP Sonic 
Boom. From there, continue to pressure 
your opponent with more Step Kicks until 
their Guard Meter is depleted. 


nate 


Time 

By executing the Sonic Boom with a specific command, it’s possible to gain a “heat 
start” with the charge time for your next Sonic Boom, This is done by performing 
projectile with this command: charge «, +, « + Any Punch, Despite the common: 
ending with a direction other than forward, as long it’s performed fast enough, 
Sonic Boom will still be released. Because the command ends with , you essentiols 
start charging for the next Sonic Boom the absolute second you execute the first. Te 
allows you to accumulate a charge for the all-important projectile very quickly. 


Despite not being able to obtain a charge, it’s possible to perform a Somersault Shel 
almost immediately after recovering from a Sonic Boom. This is helpful for punishing 
your opponent's mistimed attempts to punish a Sonic Boom with a jump. To perfors 
this technique, obtain a charge for a Sonic Boom, then quickly input the following 
command: +, x4 +LP Continue to hold « after the Sonic Boom’s release, ther 
press ¢ +HK a tenth of a second after you recover from the Sonic Boom. If performes 
correctly, Charlie should initiate a Somersault Shell shorily after he recovers from the 
Sonic Boom. 





ey 


. 
: 
: 
4 
; 
. 
- 
a 
4 
# 
3 
7 
: 





oe 





Mi Availability | Command Sequence 
Cross up MK, crouching LP x 2.¢> HK Somersault Shell 


While opponent is cornered, jump in HP, close standing HP <> LP 
Sonic Boom, link an immediate > + HK 


















While opponent is cornered, jump in HP, crouching LP X-ISM. 
chained into close standing HP <> LP Sonic Boom, link an 
immediate + + HK 

Cross up MK, crouching LP x 2 «> crouching LK «> Level 2~3 
Somersoult Justice 























While opponent is cornered, jump in HP crouching LK => Level 
1 Sonic Break, link crouching MP «> Level 2 Sonic Break, link 
standing HP 

Near corner, Counter Hit jumping HP (crouch cancel landing), 


semi-late jumping HP (Crouch Cancel landing), crouching MP <> 
HK Somersault Shell 








#1) Anti-Air 


= HK activation, crouching MP <> (LK Somersault Shell <> standing HK => Dash «> 
Yee Bazooka (misses)) x Ml. When corner is reached, change combo to HK Somersault 
Se) cM When super drops below 20%, cancel HK Somersault Shell recovery into 
‘seeching LP, then jump up and juggle with MP (Crouch Cancel landing), then land and 
‘eee with jumping HP x 2 (Both Crouch Canceled), jumping HK (Crouch Cancel 
‘aing), crouching MP <> HK Somersault Shell. 


=2) Ground 


9 = HK activation, crouching LK <> (LK Somersault Shell <> standing HK => 

Teh = Knee Bazooka (misses)) x MM. When corner is reached, change combo 

= 5K Somersault Shell x AZ When super drops below 20%, cancel HK Somersault 
Se! recovery into crouching LP then jump up and juggle with MP (Crouch 
‘Gece landing), then land and juggle with jumping HP x 2 (Both 
Seuch Canceled), jumping HK (Crouch Cancel landing), 
‘seeching MP <> HK Somersault Shell. 




























offense to safely go for 
the cross-up. When the 
opportunity arises, a 
Chuntli player can, lay 
waste to an opponent's life 
bar off of a few successful 
Cross-ups. 
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Command 

Xx Koho Kaiten Kyaku | x + MK 

AW Kaku Kyaku Roku | x +HK 

Mas [Vos Kyoko While jumping, 9 NK | 
a Kiko Ken Sa iaateiny Fan 
Mm Senven Shu Sadie Pay Kick 

ad Hiyakuretsw Kycku — | Press Kick rapidly 
AM Tenshou Kyaku Charge +, + + Any Kick 

X Tenshou Kyaku Charge +, + Any Kick (reversal only) 

j So Hakkei Charge, > + Any Punch 

eee Charge +, > + Any Kick (may be performed 

ic! Ee) While jumping) 

WAN Sankaku Tobi Jump against a wall, press 






















(a 


Kiko Sho $x + Any Punch 


Senretsu Kyaku 
| Hazan Tensho Kyaku 












Charge + ++» + Any Kick 
| Charge we xe + Any Kick 











Chuntli’s objective is to set up a cross-up jumping LK. Because the majority of her mow 
damaging options link after it, she relies heavily on landing a cross-up LK in order to dew 
damage. To set itup, she needs to score a knockdown or find a blind spot in her opponents 





How to Accomplish Chun-Li’s Objective 


Option 1: Establish Chun-Li's mid-range offense 





Your goal at this distance is to land Chun-Li's crouching HK. Use her invaluable walking 
speed to bait attacks by walking into your enemy's attack range then quickly walkice 
out. If your opponent does an attack, 
will miss in front of you. Punish it with 
a crouching HK to score a knockdown. 
If you see the opportunity to walk 
into range and make an attack, use 
crouching MK. The fantastic range ond 
speedy recovery of this attack make it 
ideal for aggressive poking. 





Option 2: Jumping over one of your opponent's attacks 





Chun-Li's cross-up jumping LK is very difficult to punish in general. Even when they're 
fully aware that the jump is coming, it’s fairly difficult to perform a reversal against 
it, Anticipate a ground attack and jump forward. If they perform an attack, punish 
it with the jump in combo of your choice. If they don't do an attack, come out of the 
jump with a cross-up LK anyways and stage the close range attack of your choice. It’s 
also feasible to make the occasional jump attempt if you believe your opponent isn’t 
looking for it, ike when they're completely focused on your ground game. 



















‘OScacive Netes 


Woe the opportunity shows itself, cross-up jumping LK should be your attack opening 

Seice. To use it properly, perform the jumping LK at different points during the 
re fo cause it to hit your enemy from the front or back. For example, hit your 
Sseerent with a crouching HK then walk forward a bit and jump forward. Performing 
“seeing LK early during the jump, before you pass over their head, usually causes it 
> Sr the front of your opponent. Initiating jumping LK later during the jump, after 
> ve possed over their head, causes it to hit the back of your unlucky adversary. 
> corning LK hits in either case, it’s still possible to link standing LP afterwards. Mix 
‘Sreen both options to thoroughly confuse your opponent's defense. 







Befiemcive Netes 
Sun-Li's MK Tensho Kyaku is useful as a wake up reversal. Crouching HK is effective 
scainst jumping attacks that lack downward angles. Level 1~3 Kiko Sho can also be 
sed as an onti-air maneuver if you have the meter available. Standing LP is also a 
sorthwhile anti-cir attack. IF it connects on a Counter Hit near a corner, juggle after it 
seth jumping MP, crouching MP <> HK Tensho Kyaku or HK Spinning Bird Kick. Finally, 
TSIM Chun-Li's Spinning Bird Kick can be used as an anti-air attack if timed correcily. 
hough this attack can be air blocked at any point during its starting animation, it 
als a massive 30% in Chip damage just before safely pushing her opponent away 
bom her, However, this is not safe if air blocked near a corner, in which case’ she’s 
solnerable when she recovers. 








ISM Specifies 
X, SEEM (Resmi) 


I's no understatement that X-ISM Chun-Li deals absolutely absurd amounts of 
damage, Jump in HP. close standing HP <> So Haktei eliminates roughly 40% of 
your opponent's life bar. The addition of the X-ISM chain system also allows her to 
chain into crouching HP after her standing LP, which is highly useful when combined 
with Chun-Li’s standing LP pressure against large characters (see Advanced Tactics). 
Moreover, the majority of the attacks Chun-Li loses when making the switch to X-ISM 
‘aren't very important to playing her in the first place. 





Having access to a Level 1 and 2 Senretsu Kyaku gives Chun-Li a solid combo option 
after landing cross-up jumping LK. Additionally, her Level 2~3 Kiko Sho is a solid 
anti-air maneuver that helps her deal 
with overly aggressive opponents. 
The addition of air blocking and Alpha 
Counters doesn’t hurt either, which are 
the main positives that A-ISM has over 
X-ISM. 


The few Variable Combos Chun-Li has available to her are very difficult to land 
consistently. Moreover, the lack of Super Combos makes it difficult for her to deal 
damage off of her most used attack opening, which is her cross-up jumping LK. 














Staneiing LP Pressure 


Chun-Li’s standing LP is one of the fastest normal attacks in Street Fighter Alpha 3. It 
also bolsters a slight window of advantage after it when blocked. This allows a Chun-Li 
player to apply immense pressure by walking forward and repeatedly doing standing LP 
If your opponent attempts to attack between each LP you'll most likely score a Counter 
Hit, which can be linked after with crouching HK (or standing LP <> crouching HP in 
X-1ISIM), This becomes especially effective when you occasionally walk forward and throw 
your opponent, making it difficult for them to tell whether or not you're going to throw 
or do another standing LP. Unfortunately, standing LP misses against most crouching 
characters, making it only effective against bigger personalities. Specifically, this tactic 
works against Birdie, Sodom, Dhalsim, Zangief, Cody, Sagat, and M. Bison. 


—y 
Greudh Caneel Jumping FT 
As mentioned in the Street Fighter Alpha 3 Essentials section, both the 1* and 2 
player interact with corners in different ways. If you happen to have the 1* ploys: 
side, Chun-Li can perform an Infinite Combo (a combo that can be performes 
indefinitely until your opponent becomes dizzied). This combo is Counter Hit jump 
LP (Crouch Cancel landing), Jumping HK (Crouch Cancel landing) x MM. The scone 
player side may perform this combo too, however, once your opponent reaches 
corner, it cannot be continued and must be ended with crouching MP ¢> HK Tensbe 
Kyaku. In either case, both combos inflict a world of hurt on your opponent, making 
very much worth your while to fish for a Counter Hit jumping LP on occasion. 














SM Availability | Command Sequence 
Crouching MP <> HP Kiko Ken 
Cross up LK, crouching MP <> Tensho Kyaku 


Cross up LK, standing LP x 2.e> standing LK > Level 1~3 
Senretsu Kyaku 


Cross up LK, standing LP x 2 «> standing LK «> HP So Hakkei 
Jump in HP, close standing HP <> HP So Hakkei 
Standing LP x 3 X-1SM chained into crouching HP 






























rfelalls 
1) Anti-Air 


= K activation, anti-air crouching HK &> crouching LK, walk forward Q 
“ssecond then jump forward and juggle with (+ + MK) x i 


#2) Corner 
= LK activation, (HP Kiko Ken) x AML 



















8) eqpcaan 


Your objective when playing Cody is to corner your opponent. His LP Criminal Upper allows him = : 


















toss his opponent into the air and set up a myriad of aerial guessing games that can potentially n= 
a lot of damage. These guessing games become far more powerful near a corner, increasins 
the damage capabilities of any of the combos he attempts on an airborne characte 
Additionally, the LP Criminal Upper causes less push back near corners, allowing C 
to pressure his opponent if it’s blocked for a myriad of Guard Crushing patterns 
mix-ups. 












Command 
Stomach Blow +e MP How to Accomplish Cody’s Objective 


































rw Grack Kick > +HK Option 1: Establish Cody’s mid-range offense 
Koh We Bad Stone: +x + Any Punch (hold P to delay) Control your opponent’s ground movements by carefully applying pressure at mie 
ww Fake Throw +x + Select (hold Select to delay) range. Standing MK, LK Ruffian Kicks, crouching HP, and LP Bad Stones should be 
hi Ruffian Kick $x + Any Kick your main tools at this distance. Although slow, standing MK has a generous mous 
MAW Criminal Upper tee + Any Punch of range and priority once it’s fully extended. Hit this attack early when you anticipate 
bball Bad Spray +64 + Any Punch (reversal only) ny sort of aggressive maneuver. Crouching HP canceled into a LP Bad Stone is useful 
= Tokushu Kodo: z if you want to walk into attack range and stage an offense. If blocked, the Bad Stone 
as Knife Hiroi +Any 2 Punch Buttons when near a kife pushes your opponent closer to the corner. If it happens to hit on a Counter Hit, the 





ae Tokushu Kodo: When armed with Knife, press Any Punch (may | Bad Stone connects directly after the HP hits for a 2 hit air combo. Unfortunately 
a Knife Kogeki be performed while jumping) both standing MK and crouching HP are weak to players who evade attacks using foot 
ue eral Mat Man armed wiiKnifer en sey Any tench nie To is against ‘ea ‘ occasional LK i es (which must 4 om 

while crouching) may catch a standing opponent off guard if they're constantly walking 
AL Stomach Blow > MP zl backwards looking for attacks to evade. LP or MP Bad Stones are also effective against 
BAL Grack Kick > + HK these types of players because they can’t 
avoid the projectile through ground 


&parGanihas movement. It’s also very difficult to jump 


oe over, so have little fear of attempts to 
He Availabilty | Name | Command leap over it. Its slow wind up makes it 









































iy Final Destruction gece bx + Any Punch risky to do when your opponent is within 
a [Dead End Irony due bes + Any Kick attack range, so only throw them when 
they're not looking for it. 
2M tall Gommcnels | 
(Command) | Description Option 2: Jump over one of your opponent's moves 
Any Attack Button x 4 Cody performs a 4 hit chain combo Anticipate a ground attack and jump over it. If you guess correctly, come out of the 





Any Atak Butlon x 3<> + + Atfck_| Cody performs a 4 hit chain combo that ends with a throw | jump with a late combo consisting of jumping HP, crouching HP <> MK Ruffian Kick. 
Grouch, Any Attack Button | Cody performs a single crouching LP After the Ruffian Kick recovers, keep 
Jump, Any Attack Button Cody performs a jumping version of his Crack Kick an eye out for quick recovery attempts, 
which can be punished on reaction. A 
connected MK Ruffian Kick launches 
your opponent very far across the 
screen, bringing you that much closer to 
the corner. A 























inal Upper knocks your opponent into the air when it connects. After this, it's possible to set up a variety of aerial mix-up patterns. In a corner, these patterns can posstb 


to damaging air combos that keep your opponent in position for follow up attacks. Because of these positives, crouching LK => LP Criminal Upper is a commonly used combo 
s very effective against cornered opponents. The following is a chart that illustrates the options available to you based on whether the combo hits or not. 





ust close enough to take advantage of it. Furthermore, the 





Jump straight up and perform an 
early LK. This beats your opponent's 
attempts to counter what they think 
isan air throw, which is usually dealt 
with by flioping out of the fall and 
attacking, If jumping LK connects, 
juggle with an early standing HP => 
HP Bad Stone when you lond from 
the jump. 


Jump straight up and throw your 
opponent. This counters your 
opponent's attempts to tech out of a 


ly 








Immediately perform crouching HP <> 
LP Bad Stone. If crouching HP hits on a 
Counter Hit, the Bad Stone will juggle 
your opponent in the air for a 2 hit 
combo. If your opponent simply blocks, 
use the advantage after the blocked 
Bad Stone to perform a fllow up 
attack consisting of either a LK Ruffian 
Kick or a jumping attack. 


Wolk up ond throw your opponent. Walk up and perform crouching LK 

Works only if your opponent is afraid > LP Criminal Upper again, Beats 

of your other options, hesitated attempts to stop what your 
‘enemy believes to be a throw. 





Standing HP works against most jump in attempts from the front. It's possible to cancel 
‘into a HP Bad Stone for a basic 2 hit anti-air combo. This attack has a tendency to 
‘ese to some higher priority jump attacks though, in which case use standing HK 
‘stead. 1's also possible to use a crouching MP canceled into a HK Ruffian Kick as 
‘sti-cir. Crouching MP only works against jumping moves that lack downward angles 
ef attack, so use it with caution. 





ISM Species 
\ SHSM (ecommenced) 


Cody benefits in-a big way from X-ISM's variety of positives. The increased Guard 
Meter damage fortifies his LP Criminal Upper Guard Crush patterns near corners. The 
combination of the X-ISM chain system and the damage increase gives Cody one of 
the most flexible and damaging combos in Street Fighter Alpha 3 (crouching LP x 2 
X-ISM chained into crouching HP <> LK Ruffian Kick). The only thing holding X-ISM Cody 
back is his Final Destruction super, which is extremely difficult to effectively use. 





Despite air blocking and Alpha Counters 
That are helpful for his defense, Cody 
gains very litle from A-ISM. Even though 
his Level 1~3 Dead End lrony Super 
Combo gives him better combo options 
at close range, the meter usage is hardly 
worth the poor damage, 


J. VAR @ecmmeancke) 


V-ISM Cody has o unique ability that no other character has, Against any attack that 
doesn’t hit high or low, blocking normally initiates a dodge maneuver, causing the 
attack to pass directly through him. This helps him deal with a lot of attacks that give 
him difficulties at mid-range, namely projectiles. Moreover, Cody’s basic anti-air and 
ground Variable Combos give him huge options to utilize against anticipated jumps 
‘nd poorly calculated attacks. This more than makes up for his Super Combos, which 
‘are mostly lacking, 














lise & Biso 


After picking up his Knife, Cody's punch attacks get a huge boost in range, 

cond power. Additionally, not only do all of his knife-based attacks deal block damage 
but they happen to deal heavy Guard Meter damage as well. This boost in attribute 
allows you to apply a heavy amount of pressure at close range by simply walling 
forward and attacking with repeated Light Punches. The large amount of Guard Mate 
damage and life loss taken from simply blocking these attacks allows you to ease 
lure reversal attempts. If that weren't enough, if your opponent tries to attack = 
between each LP with a quick attack, you'll most likely score a Counter Hit, which cam 
be verified and linked after with standing LP <> MK Ruffian Kick. Toss an occasions 
throw into the mix and knife-wielding Cody becomes a monster at close range, 





22M Final Desirwaifien 


Cody's Final Destruction in X-ISM is much different then the A-ISM version. After 
activation, Cody goes info a mode that allows him to perform Final Fight style chain 
combos. Unfortunately, these chains are very difficult to land against a smart player 
because of the inability to throw your opponent while in Final Destruction mode. 
However, while in this mode, Cody is considered to be in a constant neutral state. This 
essentially means that any juggle started in this mode can be continued until Final 
Destruction wears off. 


The situations for landing such a juggle are rare, but feasible. The main situation is 
ofter landing a Counter Hit anti-air jumping attack. When you land from the attack, 
Crouch Cancel your jump recovery into crouching MP «> Final Destruction. After the 
super is activated, juggle with a semi early jumping HK. When you land juggle. with 
crouching LP ¢> standing LP. then another immediate jumping HK. Repeat this juggle 
until the Final Destruction attack period wears off. 
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ity | Command Sequence 
uching LP x 2< 








ing Knife, standing MP linked to standing LP > MK 
Roffian Kick 








x 2<> crouching LK => 
Dead ae e 

Near corner, Counter Hit jumping LP (Crouch Cancel landing), 
semi-late jumping HP (Crouch Cancel landing), standing HP «> HK 
Ruffian Kick 











Venicille Gonos 
#1) Anti-Air 
HP + HK activation, (crouching HP <> MK Ruffian Kick (misses) <> standing HP => 


MK Ruffian Kick (misses)) x A. When corner is reached, change combo to (standing 
HP <> LP Criminal Upper) x MM. 


#2) Ground 


LP+ LK activation, crouching MP <=> MK Ruffian Kick =>» + HK (misses) (crouching HP 
> MK Ruffian Kick (misses) => standing HP 2> MK Ruffian Kick (misses) x Al. When 
corner is reach, change combo to (standing HP «> LP Criminal Upper (misses)) x AML 





















PanpGLpasiva 


As a joke character intended for amusement, Dan is unfortunately one & 
the weakest characters in Street Fighter Alpha 3. His terrible combinatios 
of weak normal attacks, useless special attacks, and abysmal combos make 
it difficult to ever obtain the momentum of a match. However, despite thes= 
weaknesses, not all hope is lost for Dan. Like many of the weaker characters. 
present, Dan can rely on defensive play and well placed Variable Combos 
secure a victory. That being said, your objective when playing Dan is to lure you: 
opponent into jumping towards you—a mistake Dan can capitalize on with his 
damaging anti-air Variable Combo. 


How to Accomplish Dan’s Objective 





Option 1: Establish Dan’s mid-range offense 





Dan doesn’t have much to work with, so you need fo have a “back to the basics” 
| Name Command mentality in order to succeed with him. The goal is to pressure your opponent ints 
idl, jumping towards you in an effort to thwart your ground attack. Position yoursel® 
just oviside of your opponent's maximum attack range and rapidly dance in and 

- out of that distance. Against characters that rely on footwork, walk well into attack 
Kay range and use crouching MK to catch your standing opponent walking backwards. 
Ad Kuchu Danku Kyoku | While jumping, +e + Any Kick Use crouching HK to punish any missed attacks that you bait through movement. 


ISM 
Availability 










tx + Any Punch 
> +x + Any Punch 
ee + Any Kick 














Kidd, Zenten Chohatsy | +> + Select Although it cannot be abused to any extent, you should periodically use standing 
Koten Chohatsu tee + Select MK in anticipation of an aggressive movement. It cleanly beats a low attack while 






Blockanaiiadeyiten ess eek ANPLAAP |) covering the air for early jump attempts. 
panvenaoays (may be performed while jumping) 


[oats | Shagami Chohaisu | Press Select while crouching 
AV 


Kuchu Chohatsu Press Selec! while jumping 












| Command 
bom teem + Any Punch 








w Shinku Gado Ken 
Hissho Burai Ken 
Horyu Rekko 
Chohatsu Densetsu 
Chohatsu Shinwa 





PowrrFraiare ww 


dee tice + Any Kick 








$x ty + Any Kick 






dundee + Start 





dee dee + Start at Level 3 





v of x + Any Punch or Kick 


Tenten or Koten Chohatsu durian Chohatsu Shine 
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Sing L? linked into another crouching LP is Don's only real attack opening. The link itself is dificult to perform consistently, but it does cancel into his Level 2~3 Koryu Rekko 
d damage. I's also possible to cancel this attack into a HP Gado Ken for a 3 hit combo, but the Gado Ken has a massive recovery period that leaves Dan vulnerable to attack 
it hits, However, he's usually pushed too far away for your enemy to fake advantage of it. Near corners, this combo cannot be performed without taking severe damage in 
Keep this in mind when mounting a close range attack. The following illustration shows how to best use crouching LP x 2 depending on whether it hits or no. 








Walk forward and throw your Perform an immediate Wolk up and perform Jump forward and perform 
‘opponent. Works only when stonding HP Connects on a crouching LP If it connects on cocross-up MK. If hits, ink 
your opponent is afraid of an Counter Hit if your opponent 10 Counter Hit, link crouching crouching LP x 2 afterwards. 
immediate fallow up attack tries to attack after crouching HK afterwards. Beats your Fit doesn’t ht, use the 
after crouching LP x 2. LP x 2, Deals massive Guard ‘opponent's attempts to counter advantage to stage another 
‘Meter damage of blocked what they think is a throw. lose range guessing game. 
as well. 








18M Specifies 
Pap X-ISMI ie | 


The Hisho Burai Ken is easily Dan’s least useful Super Combo, Unlike the Koryu Rekka, 

it can't be canceled into from crouching LP x 2. Because of this, limiting Dan to only 

this Super Combo makes it impossible for him to make a comeback when he needs to. 
Additionally, he doesn’t have Rapid Fire Light Attack Chains, so he can’t use the X-ISM J 
chain system to any extent to help his poor combo ability, 









Seprisingly, Dan's Saikyo-Ryu Bogyo is fantastic for getting your opponent away 
Som you in tight situations. It pushes your opponent across the screen, giving you a 
‘We breathing room when you need it. This is incredibly useful to V-ISM Dan because 
‘© he necessity to play defensively in order to build Super Meter. Concerning anti-cir, 
Jers options are few and far between, Most of the time, you will have to rely on 
Seeding LP to keep your opponent off of you. If you're looking for more damage, 
seuching HP works reasonably well, but it tends to trade hits often. A Level 2~3 
sku Gado Ken has enough invulnerability to work as anti-air as well. 





= ae” Me = ee 





Dan’s Level 2~3 Koryu Rekka can be canceled into after crouching LP x 2. At Level Meter 
3, the Koryu Rekka has decent range and deals over 50% damage on impact. 
Additionally, the Level 2~3 version of the Shinku Gado Ken can be used as an anti-air 
maneuver. Regrettably, even these positives may not be enough to rule out Dan's 
need for Variable Combos. 


Aside from whiffing throws, it’s possible to rapidly perform Dan's LK Danku K; 
very low to the ground while jumping backwards in order to build Super Meter. Ths 
done by inputting the motion ++ * +LK. When done correctly, Dan should bo 
hop off of the ground while flying backwards. Perform this technique many times 
succession after knocking your opponent down to quickly create the Super Meter 
Dan so desperately needs. 





fmrette team 4 





J. WM (eomme) 


Selecting Dan in the first place automatically cripples your chances of victory. If you 
absolutely must pick him, the only way to make up for his inherent weaknesses is to 
give Dan the means to deal big damage when needed. Variable Combos offer him that 
solution, handing him the opportunity to capitalize on Guard Breaks, projectiles, and 
poorly placed jumps in a big way. 











| Command Sequence 
Cross up MK, crouching LP linked into crouching LP <> HP Gado Ken 


Close standing MP = HP Koryu Ken 
Coss up MK, crouching LP linked info crouching LP <> Level 2~3 Koryu Reka 














Jump in HK, crouching HP «> Level 3 Koryu Rekka 


Vartichle Gembes 

21) Anti-Air 

® = HK activation, LP Koryu Ken <> standing HK <> semi late 
WE Danku Kyaku <> (LK Danku Kyaku) x WML When you reach 
errer, change combo to (standing HK <> HP Gado Ken) x fil 
When moter drops below 20%, end combo with crouching MP <> 
® Koryu Ken. 





















#2) Corner 
@ = LK activation, (HP Gado Ken) x fil 





































The master of long-range combat, Dhalsim’s focus is keeping an opponent away from 
Carefully whittle away at your opponent's life bar by anticipating jumps and punishing them wh 
also countering your enemy’s attempts to thwart Dhalsim’s long attacks. Through careful play & 
positioning, your objective is to eventually corner your opponent. Once your opponent's back js 
the wall their options to avoid 
your long-range offense 
become limited. Crush 
their hopes. of escape 
and pressure them into 
making mistakes! 


How to Accomplish Dhalsim’s Objective 
Option 1: Establish Dhalsim’s long-range offense. 





Your attack strategy with Dhalsim 
should change depending on how your 
opponent reacts to the situations you 
present to them. The following is a list 
of the measures to take depending on 














Iaaoity Name Command whether or not your enemy is looking to 
counter your attack. 
$x + Any Punch: 
wad Yoga Flame (ee ont in YAS) If your opponent is playing passively, apply pressure on the ground using standing 
ancaannle MP crouching MP, or standing HP. Standing MP is the safest of these options, whice 
Yoga Blast (>see + Any Kick in X1SM) recovers very quickly after its release. Use it liberally whenever you're in range 








Make use of crouching MP as a mean: 
to hit a standing opponent if they’ 
moving around. Standing HP is usefel 


Yoga Escape ++ +Any Kick (reversal only) 
Yoga Teleport core te + LP MP+ HP or LK + MK + HK 








+ $e + LP + MP-+ HP or LK + MK + HK 
rah Yoga Teleport fk aad ile ie i) ‘Sia for punishing any moves your opponest 
Yoga Shock = + LP hold LP until you attack might miss at this distance. It also deals © 


hefty amount of Guard Meter damage; se 
don’t be afraid to use it if your opponent 


A 
AS Yoga Palm > 4+lP 
is playing defensively. 


{ Drill Zutsuki While jumping, + + HP 
WAM Drill Kick While jumping, + + Kick 
wd Kuchu Chohatsy | While jumping, press Start If you believe your opponent is trying to beat one of your extended limbs with © 
normal attack or a reversal-style special move (like Ryu’s LP Shoryu Ken), throw 0 LF 
&parGanihas Yoga Fire. Walk behind the projectile and 
2 attack after your opponent blocks it to 
work their Guard Meter. Standing HP is 
the preferred follow up in this situation. 
Yoga Inferno Throwing a LP Yoga Fire and traveling 
Yoga Strike rm px + Any Kick behind it is also the preferred way to 
Yoga Stream [sew teem + Any Punch safely move forward and push your 
opponent backwards. 























$x $x + Any Punch 
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believe your opponent wants to jump, standing MK and standing HK are the 
as to use. The more afraid your opponent is of these two options the easier 
it will be to push them towards a 
corner, Standing MK is the safer of the 
two options because of its speed and 
recovery. Standing HK deals massive 
damage and covers more area, but its 
slow start up requires you to do a little 
“pre-reading” and must be performed 
just before your opponent jumps. 


enemy is applying pressure with 
eciles, use Yoga Fires to nullify them 
erform a quick Drill Zutsuki (+ + HP 
‘umping) to fly over and punish 
projectile. Crouching HP can also be 
fo crouch under and punish some 
“seectiles, which is extremely helpful 
ss M, Bison and Charlie, 





Decksin’s limbs in A-ISM or V-ISM come in two flavors, short range and long-range. 
Seesrange attacks happen inherently with every button press, while short-range 
‘sacks are executed by holding « (x for crouching moves) when you initiate the 
‘seve. Since no other character is played in this manner, take the time to learn how to 
“oevily switch between these attacks when your positioning calls for it. In regards to X- 
© Dhalsim’s short-range limbs automatically initiate whenever you press an attack 
‘Seon near your opponent. This makes his limbs easier to handle, but it disables his 
‘Bilt to use close or long-range limbs at whatever distance. 














he 

When near your opponent, Dhalsim’s close range crouching LP is useful for Counter 
Hit setups. While your fallen foe is rising from a knockdown, perform an early » + LP 
to meet them as they stand up. After you recover from the LP. perform a Punch throw 
ore + HP. If + HP connects on a Counter Hit, react to the hit and cancel into a LP 
Yoga Flame (LK Yoga Blast in corners). If your opponent happens to attack on wake up 
(expecting a throw), the crouching LP connects on a Counter Hit, allowing the # + HP to 
link afterwards. Cancel « + HP into a HP Yoga Fire if you see it link.. 





Another important close range option in A-ISM or V-ISM is Dhalsim’s LK slide (+ + LK), 
Despite the LK slide leaving you at a slight disadvantage when it connects so close to 
your opponent, the disadvantage isn’t long enough to leave you vulnerable to a combo. 
Moreover, any attempt to use the disadvantage to beat you to your next attack can be 
countered by canceling the LK slide into a Yoga Fire. Knowing this, perform repeated LK 
slides back to back when you are near your opponent. When you anticipate that your 
opponent might fry to attack after one of the slides, cancel the slide into a LP Yoga Fire. sm 
When your enemy is afraid to attack altogether, immediately initiate a Punch throw 

when you recover to punish their attempt to take a defensive stance. 


Standing LP is Dhalsim’s main anti-air option. In cases where you believe it’s going 
to connect on a Counter Hit, cancel it into a LP Yoga Blast. A standalone LK Yoga 
Blast works as well, but it must be performed early in order to catch a jump. Against 
characters jumping towards you from slightly further away than normal, straight up 
jumping MP (long range version) works exceptionally well. Finally, X-ISM Dhalsim’s 
Yoga Tempest connects for full damage when used as anti-air. This is his most damaging 
anti-air option, so learn to perform the complicated command whenever it's needed, 
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Dhalsim’s X-ISM Yoga Fire gets an upgrade. All versions of the Yoga Fire do not 
dissipate after traveling a set distance, unlike A and V-ISM, Additionally, the LP version 
of his Yoga Fire knocks down. Dhalsim also gains the Yoga Tempest, which is a variant 
of the Yoga Inferno. Although it deals less overall damage then the Yoga Inferno, it 
connects for full damage when used as anti-air, which is something the Yoga Inferno is 
lacking. The only drawback that X-ISM Dhalsim has is the absence of his Yoga Escape 
maneuver. This is a huge disadvantage to shoulder when dealing with V-ism’s Variable 
Combos (see Advanced Tactics). 





A, ATEN (Resromeanks)) 


The Yoga Stream and Yoga Inferno are both useful for combos. The Yoga Stream 
at any level can be canceled into from Light attacks, which is helpful in regards to 
linking into it off of successful Counter Hits, The addition of Alpha Counters may also 
be useful for getting your opponent off of you if they manage to breach your long- 





range attack plan. 


J. WAS Resommanic)) 


Difficult to master, but always a threat, 
V-ISM Dhalsim has what it takes to be a 
contender. He has all the Variable Combo 
types he needs to. succeed, His only 
drawback is that many of his Voriable 
Combos are difficult to perform and 
often require precise positioning. Spend 
«little time in Training Mode to solidify 
your technique. 














The real strength of Dhalsim’s slide attacks is that they can be canceled at differs: 
points during their recovery. The cancel timing on the LK version is early, just a= © 
hits your opponent. The MK version is can be cancelled much later during its recovers 
well after it hits. When it comes to the HK version, it can only be canceled just befam: 
it fully recovers, which is very late. In regards to the MK and HK versions of the slide 
the ability to cancel their recovery so late allows you to counter attempts to punish ther 
heavy recovery periods when done at close range. Master the cancel timing on these 
attacks to solidify the only worthwhile close range options Dhalsim has. 





Sis Gemacilleifiem Trap 


When your opponent is cornered, perform a MK slide that hits as late as possible. After 
the slide is blocked, perform another MK Slide and continue to do them back-to-back 
If you anticipate your opponent is going to try and jump after they block one of the 
slides, cancel the slide into a LP Yoga Flame, which will catch your opponent as they 
leave the ground. This basic attack plan quickly eradicates your opponent’s Guare 
Meter, pressuring them to perform a reversal. Anticipate the reversal attempt and 
block it to earn a combo. 


Using Yaga Essape Bitedivelly 


Dhalsim’s Yoga Escape enables him to teleport out of any sort of airborne state where 
he's on the defensive. This includes aerial Blockstun and any state where he's normally 
vulnerable to juggle combos. This is highly useful for escaping a variety of combos 
that every other character has no choice but to get hit by. Counter Hit combos for 
instance are easily dealt with using the Yoga Escape. For example, if a Cammy player 
connects a Counter Hit standing HP against you they will most likely cancel it into a 
Hooligan Combo for big damage. You can react to the Counter Hit and simply perform 
a Yoga Escape to avoid the Hooligan Combination’s follow up throw altogether. 
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scoping Counter Hit combos is not the only thing it’s good for. The most useful aspect 
‘ef the Yoga Escape is its ability to allow Dhalsim to avoid juggle-based Variable 
Combos. V-ISM and A-ISM Dhalsim can 
escape from any type of anti-air Variable 
Combo, completely avoiding the majority 
of the hits. This makes Dhalsim a direct 
counter to V-ISM characters, which is a 
massive edge to have considering V-ISM 
is largely the most effective mode choice 
for most characters, 












{ts important to note that this is by no means is a completely free escape from the 
Variable Combo. The Yoga Escape has a small window of recovery at the end of it that 
leaves Dhalsim vulnerable to attack. This window is extremely small and difficult to 
punish, but it is there. If your opponent anticipates the Yoga Escape, it’s possible for 
them to change their attack mid-combo fo prepare for it and punish its recovery. This 
is, of course, extremely difficult to do 
even when they know it’s coming. They’ 
also have to compensate for another 
Yoga Escape if you choose to perform it 
after they hit you again. Vary the timing 
on your escape attempts to throw of your 
enemy's ability to compensate! 
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ISM Availability | Command Sequence 











Wb ¢ +HPor + + LK <> LP Yoga Fire 
AW | Counter Hit onfi-air stonding LP <> LP Yoga Blast 
a [e +HP or + + LK => Level 1~3 Yoga Inferno 





#1) Anti-Air 
LP + LK activation, Standing LP «> LP Yoga Blast «> HP Yoga Fire <> (Yoga Teleport 


> 4x +LK + MK + HK) > HP Yoga Fire) x ML When corner is reached, change 
combo to (standing HK «> HP Yoga Fire) x A. 


#2) Ground 


LP + LK activation, crouching LK ¢> MP Yoga Fire <> standing HK <> (Yoga Teleport 
(+ 4% +LK + MK + HK) <> HP Yoga Fire) x AML When corner is reached, change 
combo to (standing HK «> HP Yoga Fire) x IN 

#3) Corner / Guard Break 


LP + LK activation, (+ + LK &> LP Yoga Fire) x MM. When Super Meter drops below 
20%, end combo with HP Yoga Fire <> standing LP => HP Yoga Flame. 
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|E=|Hondais|Objective 
Defensive in nature, an E. Honda player’s game plan should be to pressu= 
an opponent into jumping towards him. By cautiously utilizing his Supe 
Zutsuki to control an enemy’s ground movements, they have no choice bu 
to eventually commit to risky actions in order to get close to you. Toke 


advantage of these moments and punish jump attempts with a Variable 
Combo or E. Honda’s various anti-air attacks. 







————EEET | Tee Te ef 









How to Accomplish E. Honda’s Objective 
Option 1: Establish E. Hondas mid-range offense 











E, Honda's crouching HP, crouching LP Super Zutsuki, ond the Harai-geri (-» + Hi 
are the main methods of attack at this distance. Crouching HP is an all-purpose wae 
punisher. Use it in any situation where your opponent accidentally misses a moves 
front of you. Utilize the HP Super Zutsuki mainly as a means to beat moves that Se 
low and to attack from afar. Crouching LP is used to cover the gaps between exce 
Super Zutsuki while keeping a charge. Strangely, it has a decent amount of priority fe 
a Light attack; often enabling it to beat slower normal attacks cleanly. The Harai-ge= 
has incredible range, making it extremely useful for catching your opponent standing 
if he's trying to walk backwards in order to avoid your attacks, 





















| Command 
Flying Sumo Press | While jumping, press MK (+ + MK in X-ISM) 
> + MK (+ or» + MK in X-ISM) 
Horai-geri > +HK (© or > + HK in XISM) 
Hyakuretsu Harite | Press any Punch rapidly 
Super Zutsuki | Charge «> + Any Punch 


— eee Charge +4 + Any Kick 


yyy Oicho Nage | Rotate 360 + Any Punch 









I's important to note that £. Honda's biggest problem is his inability to deal wa 
projectiles effectively. If your opponent is heavily reliant on projectiles to keep yaw’ 
away, it’s possible to perform a HK Super Hyakkan Otoshi to fly through and puns 
projectiles. This must be performed extremely early. Honda's anti-projectile Variobie 
Combo (see Variable Combo section) is also highly useful for dealing with project: 
ct this distance, so consider using it if you have the reaction time to do so. 







































| Command 
Charge «++ - + Any Punch 














A Fuji Oroshi Charge + ++ > + Any Kick 
- fs Rotate 720 + any Punch 
ry Orochi Kudaki (level 3 only) 
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‘SGeasive Nefes 

Sete: Dicho Nage is the best thing going for him at close range. Despite not having 
© snoring combos to utilize in combination with it, Honda has a few basic Counter 
condos that start off of the same moves used for Oicho Nage setups. For example, 
se op to your fallen foe and perform an early crouching LK 1o meet them as they 
‘Sed up. After you recover, initiate either a HP Oicho Nage or a crouching LK followed 
> eccouching HK. If crouching LK connects on a Counter Hit, the following crouching 
. tks for a 2 hit combo. 





Link an immediate crouching HK when 
you land, This combo isn't possible if 
you land the crass-up that hits the front 
of your opponent. After you recover, 
jump forward and perform another 
«ross-up Flying Sumo Press to meet 
your opponent as they stand up. 


After you land from the jump, perform 
‘HP Oicho Nage. After you recover, 
jump forward and perform another 
«toss-up Flying Sumo Press to meet 
your opponent as they stand up. 





After the Oicho Nage finishes pummeling your opponent, Honda is left directly next 
to them, This is the perfect distance to jump forward and go for a cross-up Flying 
Sumo Press (Jumping MK, or + + MK in X-ISM). After the initial jump, performing 
the Flying Sumo Press at different points during his descent causes it to hit your 
opponent from the front or back. This can confuse the opposing player. When they try 
to block it, it forces them to guess whether or not they should black normally or the 
opposite direction. To perform a Flying Sumo Press that hits from the front, initiate 
it early during the jump, before you pass over your opponent's head. In cases where 
you want it to hit them in the back, perform the Flying Sumo Press after you pass 
cover your adversary’s head. Regardless of whether or not the cross-up hits, use the 
advantage after you land from the jump to stage an attack. The following attack tree 
illustrates the options available to you depending on whether or not the Flying Sumo 
Press connects, 








After you land, jump forward again 
cand go for another cross-up Flying 
Sumo Press, This option may catch 
‘an opponent who tries to perform an 
attack after you land from the Flying 
Sumo Press. This also counters your 
‘enemy's atfempts to jump away from 
the Oicho Nage. 


When you land, perform a crouching 
LK while charging This often 
connects on a Counter Hit if your 
‘opponent tries fo counter an Oicho 
Nage, in which case link crouching 
LKe> HP Super Zutsuki afterwards 
Hf crouching LK is blacked, perform 
either an immediate HP Oicho Nage or 
crouching LK > HP Super Zutsuki, 

















Defencive Netes 
In regards to wake up situations, E. Honda's Super Hyakkan Otoshi works wonders as 
a reversal, lis initial wind up time isa little slow, but in most cases it’s fast enough to 
catch whatever your adversary tries to do as you stand up. When dealing with jumps, 
stonding HK should be your anti-air of choice for frontal jump in attempts. It must 
e performed early to be effective, so use it with caution. Standing HP also works if 
performed a little early, but it tends fo trade hits with high priority jumping attacks, 
Allate HP Super Zutsuki is also a viable 
anti-air option. Although it’s possible to 
car block this move, Honda is safe from 
punishment when he recovers. Finally, a 
level 1~3 Oni Muso has enough priority 
to blow through most jumping attacks, 
The damage is usually poor though, so 
use it af your own discretion, 


[SM Species 
X 3M 


Unfortunately, X-ISM Honda loses his standing HP, which is quite possibly his only 
worthwhile anti-air option outside of Special Attacks and Super Combos. He also loses 
the powerful Orochi Kudaki, which is one 
of the few close range options at Honda's 
disposal that’s actually threatening. If 
the aforementioned wasn’t enough, the 
lack of air blocking makes it extremely 
difficult for Honda to play defensively. 





The Orochi Kudaki is highly valuable to Honda in those rare occasions where he 
establishes close range. Itinflicts massive damage while sporting enough invulnerability 
to beat almost anything your opponent 
attempts to use to counter it. It’s also 
worth noting that his Oni Muso Super 
Combo works os anti-air at any level, 
Unfortunately, it deals abysmal damage 
if it hits a jumping opponent. 





|. WARM Resemmanted)) 


E, Hondo’s easy to perform anti-air VC (#1) is his most damaging anti-oir option, 
The threat of this combo compliments his game plan well, which is very difficult to 
implement without an anti-air option of 
this magnitude, Variable Combos also 
give him a powerful answer to projectiles, 
which can potentially decimate Honda's 
ability control his opponent's ground 
movements. 
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Ofsho Nage Antiump Defemase 


E, Honda's Oicho Nage recovers quickly if your opponent isn’t in range to be grabé 

It recovers so quickly, in fac, that if your adversary happens to jump in an 

to avoid the throw, the Oicho Nage recovers just as your opponent reaches the peat 
of their jump. Since you recover well before they land, a safe way to counter then 
jump attempts is to simply press HP shortly after you initiate the Oicho Nage. Te 
immediately performs an anti-air standing HP any time the Oicho Nage whim 
slapping your opponent out of the air if they try to escape from E. Honda's grasp. 
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ly | Command Sequence 

Cee Jump in HK, crouching LK => Super Zutsuki 

cry [ump in HK, crouching LK > Level 2~3 Oni Muso 

w [Jump in HK, crouching LK => Level 1~3 Fuji Oroshi 

w Counter Hit crouching LK, linked into crouching LK <> Level 1~3 
ab 














Fuji Oroshi. 
Counter Hit jumping HP (Crouch Cancel landing), semi-late 
jumping HP (Crouch Cancel landing), close standing HP 


#1) Anti-Air 

HP + HK activation, close standing HK (2 hits) <> crouching HK (misses) <> (HP Super 
Zutsuki) x MM When Super Meter drops below 20%, end combo with Super Hyakkan 
Otoshi (misses), then an off-the-ground HP Oicho Nage. 

#2) Anti-Projectile 

HP + HK activation, (HP Super Zutsuki) x iM. When Super Meter drops below 20%, end 
combo with Super Hyakkan Otoshi (misses), then an off-the-ground HP Oicho Nage. 
#3) Corner Ooichou Nage OTG VC 


HP +HK activation, perform a HP Oicho Nage, the second you recover 
from the throw, perform another HP Oicho Nage to pick your 
opponent up off of the ground. Repeat until meter is 
depleted. 
























(Gon's objective) 


Gen has two entirely different stances available fo him in A and V-ISM. These stances 
come packed with completely different normal and special attack move sets. X-ISM 
Gen, however, does not have these two separate stances. Instead, he has a specific 
combination of attacks gathered from both his So-ryu and Ki-ryu stances. 


Ansaisu Kens So-n70 (Press FFP ci emy time) 


| Command 





Availability 
Press Any Punch rapidly 


>, +,» + Any Kick, press kick 7 more times 
after the initial hit for additional hits. 
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Gen’s Alpha Chains 


Gen's So-ryu stance has the unique ability to cancel normal attacks directly into each 
other. This allows you perform lengthy chain combos that consist of a flurry of normal 
attacks, The limitations to these chains are based on attack strengths. He cannot chain 
stronger attacks into weaker attacks, He can, however, chain the same strength of 
attack into another, as long as it’s a Punch button to a Kick button. 


Your goal when playing Gen is to establish close range. Although his variable stances allow him 
to be played in a variety of ways, Gen’s strength lies within his close range abilities. His array 
of damaging combos and confusing attack options make him a viable threat when he’s 
directly next to his adversary. 





















Name | Command 
Charge =, = + Any Punch 


Shakudan ie jumping, press HK twice (frst HK must 


[oye | charg 4 or Any Kick 





[a 


While jumping, ++ +e 
vind 


tet ny hk 









| Action 


Initiates a leaping jump kick fowards opponent. 


Cancels wall attack, causing Gen to drop to the ground. 


Moyes Gen fo the ceiling after wall bounce. 


Gen performs a dive kick to the left. 
Gen performs a dive kick to the right. 
Gen performs a dove kick downwards. 


























[MK ——————_| Gen jumps to the ceiling. 
[HK | Gen jumps towards right wall, 
After reaching wall, HK Gen performs long jump kick towards opponent. 
After reaching ceiling, LK | Gen performs a dive kick to the lef. 

Gen performs a dive kick to the right. 














After reaching ceiling, HK 





















How to Accomplish Gen’s Objective 


Option 1: Establish Gen’s mid-range offense Option 2: Jump over one of your opponent's moves 





Gen has a very strong set of mid-range normal attacks while in his So-ryu stance. Anticipate a ground attack and jump over it. If you guess correctly and your opponent 
Specifically, crouching MK, crouching HP, and crouching HK will be the most used does an attack, come out of the jump with an attack and link « combo afterwards. & 
sormal attacks. Use crouching HP as your main all-purpose poke when attacking they don’t attack (and they don't counter your jump), come out of the jump with @ 
fi general. Not only is its speed and recovery good, but it also tends to catch early ate jump attack. AFter you land, go for any basic throw or combo mix up and stage 
ump attempts before they leave the ground. Use crouching HK and crouching MK an attack. 

0 means for punishing missed moves 
at this distance. Scoring a crouching HK 
earns a ticket to the close range position 
you should strive for. Crouching MK can 
be buffered, so if you have the meter, 
cancel it into a level 3 Zan‘ei to punish 
mistakes for big damage. 





Offiencive Nefas 


Gen’ basic close range options yield plenty of flexibility and damage. This is especially apparent in regards to his So-ryu stance, which gives you ability to perform high damage 
chain combos. Gen’s most used combo in this stance is crouching LK x 2 <> crouching MK <> crouching HP. Since this combo starts off of a verifiable opening (crouching LK x 
2), it's useful to stop the combo after the first two hits if it doesn’t connect in order to stage secondary attacks, The following section illustrates the options available to you 
depending on whether or not crouching LK x 2 hits. 













Chain the second bit into crouching MK Chon he second hint crouching MK | 
| © crouching HP > Level 3 Zon‘ 


SS 
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S| Walk up and throw your Walk up crouching LK «> Switch to Ki-ryu stance and Immediately jump forward 
opponent, Works only when crouching MK¢> crouching HP perform standing MP May catch YW) ond go fora cross up MK. May 
+] your opponent is afraid of Beats your opponent's early your opponent off guard if catch your opponent off guard 
every other option, attempts to stop what the they're expecting a low attack. if they're expecting any of your 
7 believe to be a throw. other options. 




















Defeneive Nates 


While in Gen’s So-ryu stance, HK Gekiro should be your main anti-air of choice. Outside 
of that, your only other anti-air option is jumping MP. While in Ki-ryu, crouching HK 
is your most used anti-air attack. Interestingly enough, if crouching HK hits normally 
‘against a jumping player, juggle your opponent with a Level 3 Jakoha after you recover 
from the kick. The timing on this combo is difficult, but it is worth learning for the 
extra damage, Juggling with the Jakoha in this manner is also possible after landing a 
forward jumping Shakudan (jumping HK x 2) against an airborne opponent. Also keep 
standalone Jakoha in mind in cases where your opponent can flip out and block. The 
Jakoha grabs an opponent regardless of the state they are in, so it will always work as 
onti-oir whether they flip out of a fall or not, 


[EM Spodiiias 
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Gen’s most devastating capabilities stem from his unique stances and damaging Super 

Combos. In X-ISM, he loses out in both of these categories by not having the ability to 
change stances. Instead, he has a select 
list of moves gathered from both stances. 
The end result is a version of Gen that's 
missing a large list of attacks that are 
very important when playing him. 


EMER (Recent) 


AIS is the clear winner in mode 
choices. With access to both of his unique 
stances and a large variety of damaging 
Super Combos, A-ISM Gen is a force to 
be reckoned with. Use his unique stances 
in combination with each other to form a 
solid offense. 


J. VM 


Gen doesn’t have a single useful Variable Combo at his disposal. The only one available 
is almost impossible to realistically perform in a match. It is highly recommended that 
you avoid V-ISM as your mode choice when using Gen. 


€@dvanced, tactics 

So-nyo Siancing LP Pressure 

Similar to Rolento, Gen’s So-ryu stance standing LP cannot be crouched under 
This property, in combination with the large amount of advantage that you goir 
after LP is blocked, allows you to pressure your opponent by walking forward and 
repeatedly using LP. If your opponent attempts to attack in-between each LP, the: 
LP lands on a Counter Hit. It's possible to verify the Counter Hit and link crouching 
LK > crouching MK <> Level 2~3 Zan‘ei afterwards. Additionally, this strategy 
becomes more effective when you try an occasional walk up throw. Doing so com 
scare your opponent into attempting a counter attack between each LP. which nets 
more Counter Hits for your offense. 


Although it seems like it isn’t initially very useful, the Level 3 version of the Koga: 
Super Combo has two interesting applications. On start up, the Level 3 version has 
an extremely long invulnerability window. This enables it to pass through and beat 
your adversary’s anti-cir maneuvers if itis done just after they commit to the attack. 
Additionally, not only is it considered an overhead attack, but also the Level 3 version 


of the Koga freezes time momentarily when it initially starts to move. If done very 
lose to the ground against an opponent guarding low, the time freeze effect keeps 
your opponent locked in the crouching position, disabling their ability to block high. 
Since most combos start off of low attacks, doing this attack just as you leave the 
ground fis useful in wake up situations as.a high hitting option that is impossible to 
react to. To perform this move as close to the ground as possible, input the command 





teendee + HK. Use it as a guaranteed rount 
low on life. 
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Using Siemees fin Unison 


Svs play style is most effective when you're able to switch between stances 
cently. In regards to this subject, i's helpful to know that you can switch stances 
eile you're in the middle of an attack. In short, this enables you to utilize attacks 
Sen an alternate stance right after recovering from an attack, There are several 
Seations where this is highly useful. The following is a list of example patterns that 
Wize stance changes effectively, 


{So-ryu) Crouching LK x 2 > Crouching MK «> 
Crouching HP > Ki-ryu 

: Sermally, it’s very difficult to follow up after Gen’s most used combo with an attack, 
15sis duo to the great length this combo pushes his opponent away from him. By 
sriching to Gen’s Ki-ryu stance just before the combo ends, it is possible to utilize 
S25 Jasen or Oga as a means to follow up after the combo. This is performed by 
sessing LK + MK + HK just as crouching HP connects. After you recover from the 
souching HP, immediately perform a LP Jasen for o surprise follow up attack. When 
your opponent is afraid of the LP Jasen follow up, come out of Gen’s chain with the 
ga maneuver instead to further confuse them. Mix up between the Ogo’s different 
wall bounces to bait anti-airs and thoroughly confuse your opponent's defense. 





(Ki-ryu) Standing MP > (So-ryu) HP 
Hyakurenko 

Gen's Ki-ryu standing MP is a long reaching 2 hit overhead attack. Although safe to 
punishment, this attack leaves you ata slight disadvantage afer it hits. However, despite 
the disadvantage, Gen’s Hyakurenko is so fost on start up that it can beat most counter 
attacks if done directly after standing MP This is done by pressing LP + MP + HP during the 
fi-ryu standing MP then pressing HP rapidly to immediately perform the Hyakurenko after 
you recover. Once your opponent is afraid fo attack after the standing MP feel free to mix 
ina throw to break through their defense. 








ow Crouching LP <> HP Jasen. 
e Jump in HP or HK x 2, standing LP x 1~2 <> crouching LK > 
Level 1~3 Jokoha. Level 1 Jakoha only connects near a corner, 
Cy Anti-air crouching MP <> Level 1~3 Jakoho. 
a Punch or Kick throw near a corner, juggle with a Level 2~3 Jakoha 
HIGH 
Command Sequence 








(Ki-ryu) Jump in Shakudan (Jumping HK x 2) 
(So-ryu) Crouching LK x 2 > Crouching MK... 
Against taller characters, i's feasible to land both hits of Gen’s Shakudan against 
a standing opponent. Additionally, by switching to the So-ryu stance while in the 
middle of the Shakudan, it’s possible to land and link into any of Gen's So-ryu ground 
chains, 





Senyo Siamese Oully 


ISM Availability | Command Sequence 











o Cross up jumping MK, crouching LK x 2¢> crouching MK &> 

crouching HP or Level 2~3 Zan’ei. 
Wa Crouching MK <> crouching HP <> standing HK "| 
wo Crouching MK <> Level 1~3 Shitenshu 





Kiar yu) 
ISM Availability | Command Sequence | 

















Crouching LK x 3, X-ISM chained into crouching HP. 
Crouching LK x 3 <> Zan‘ei. 

















Tsukami Nage 
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KGuy;s[objactive 


With a wide range of special 


of a verifiable hit 


2 Punch | 
+ or > + Any 2 Kick Buttons 


__ [sane + MP or HP during 











tzuna Otoshi While jumping + or > + Any 2 Punch Buttons 
Hid, When close, LPs>MP <> HP-c> HK 

HAL MP <> HP 

& When dose, LPc> MP=> HP<> 4 + HK 








Command 











Hiji Otoshi While jumping, + + MP 
Kubi Kudaki > +MP 

Kamaitachi x +HK 

Bushin Flip 4x + Any Punch 


Bushin tzuna Otoshi 
tzuna no Hiji Otos! 





Houzanto 
Bushin Senpu Kyoku 
Hayagake 


During Bushin Flip, press Punch near opponent 


During Bushin Flip, Press Punch 
tee + Any Punch 

tice + Any Kick 

um + Any Kick 





Hayagake: Kyuteishi 


4x + LK, then any Kick 





Hayagake: Kage 
Sukui 


$e + MK, then any Kick 





















oc + HK, then any Kick 
Jump against awall, press > 


$x$ + Any Punch 





ude + Any Kick 











stew outee + Any 


Punch 











attacks designed to help his mobility, and his uncanny ability 
to eliminate 80% of his opponent's life bar off of a verifiable hit, the objective for a Guy 
player is to establish close range. Although he lacks the ease of use and consistency 
that other characters have, in the right hands, few characters can secure a round o& 
ike Guy can. 
















How to Accomplish Guys Objective 
Option 1: Establish Guy's mid-range offense 





Guy’s methods of attack at mid-range are anything but typical. None of his attacks 
consistently knock his opponent down, so you can't rely on scoring a knockdown 
mount a close range attack. Instead, your focus is to look for an opportunity fo sae 
Guy's Hayagake or Bushin Flip to move into close range when your opponent ise" 
looking for them. This requires you to mount a convincing mid-range offense in orci 
to scare your opponent into taking a defensive stance. Abuse Guy's crouching Hi = 
an all-purpose poke. When performed from afar, this speedy low attack is complete 
safe to counter attack. Use it to punish missed moves and to attack your standing’ 
foe when their focus is ground movement. If crouching HK happens to connect a= = 
Counter Hit, immediately doa HP Bushin Flip and go for either of its follow ups = 
pursue your citborne opponent. Be cautious of your opponent's attempts to e 
cand counter crouching HK by jumping straight up. If you anticipate the jump, punise = 
with an early jump attack. When your opponent becomes wary of your offense, eat 
into attack range and initiate a far standing MP. Cancel it into a LK Hayagake or © 
Bushin Flip to move into close range. 









Sahsitiny 


Offiencive Nefies 








Cancel HP into a LK Hayagake. Press 
LK after the dash to stop it as early 
as possible. When you recover from 
the dash, perform a throw or MP=> 
HP again. 


Ifit’s blocked: 


Ofiiensive Neves (conte) 


Outside of his chains, Guy's crouching LP is helpful for setting up Counter Hits. Perform 
it early against an opponent getting up from a knockdown. IF it happens te hit your 
opponent on a Counter Hit, link Guy's standing MP <> HP chain afterwards and cancel 
into a Level 1~3 Bushin Gorai Kyaku. If i's simply blocked, follow up afterwards with 
either a Punch throw or standing MP <> HP. Crouching LP is also useful afer standing 
HP > Hayagake, which is a common situation where crouching LP often connects on 
a Counter Hit. 








‘Guy's MP > HP chain is the best attack opening. It cancels directly into a LP Hozanto or a Bushin Gorai Kyaku for heavy damage. In cases where standing MP doesn’t hit, i's 
‘sessible to cancel the chain into one of Guy's many mobility based special attacks to mount a secondary offense. However, this is very difficult to do on reaction. The subsequent 
‘sxomple illustrates the options available to you depending on whether or not MP => HP connects. 





Cancel HP into a MP Bushin Flip. 
Come out of the flip with a late zuna 
‘no Hi Otoshi. Tis ako counters some 
‘otfempls to counter the LK Hayagake, 
This aso moves Guy into close range 
‘if your opponent takes a defensive 
stance. 


Defemeive Nates 


Both standing HK and crouching HP work well against opponents jumping towards the 
front. Standing LP works against these types of jump attempts as well. Cancel it into 
HP Bushin Flip to chase after your recovering opponent with an attack. If standing 
LP connects on a Counter Hit, come out of the flip and juggle your opponent with 
the Bushin Izuna Otoshi, Against some jumping attacks that lack downward angles, 
crouching MP works as an ant-air maneuver. I’s possible to cancel crouching MP into 
a HK Bushin Senpu Kyaku or a Bushin Hasso Ken for extra damage. 














= ST 


IGM Specifies 
\. 32 


Since he already has a long list of worthwhile combos at his disposal, the X-1SM chain 
system is useless to him. Additionally, the 
only Super Combo available to Guy is the 
Bushin Muso Renge, which is extremely 
difficult to use effectively. In the end, 
the only positive Guy gains from X-ISM 
is the damage increase, which enhances 
the potential of his basic chain combos. 


A, AAEM (Recommended) 


A-ISM Guy has everything needed to 
secure a victory. The extreme damage 
output of his Level 3 Bushin Gorai 
Kyaku and the defensive capabilities of 
the Bushin Hasso Ken both give him the 
extra oomph he needs to eliminate even 
the strongest of adversaries. Off of one 
lean hit, A-ISM Guy can decimate his 
opponent's life bar in a single combo. 


Guy's Variable Combos are practically 
useless to him. The few he can perform 
are very difficult to land in the majority 
of the situations where a VC is useful. 
Avoid V-ISM Guy at all costs. 








Uiliing Gomer Juggle Prapeniiias 


Guy's Level 3 Bushin Gorai Kyaku and LP <> MP <> HP &> HK chain launch your 
opponent into a unique juggle state that allows you to perform various air combos 
that cannot be escaped. Since juggle rules allow you to combo a string of aerial hits 
as long as you continue to cancel attacks, Guy can hit his opponent with his LP «> 
MP > HP e> HK chain ond juggle after it with the entirety of same chain again, 
Unfortunately, regardless of the juggle properties on Guy's attacks, once the corner 
is reached, he cannot continue to juggle past one additional sequence. This means 
it's not possible to juggle with a third chain in this situation, However, since this limit 
doesn’t exist in the middle of the screen, aerial combos that start mid-screen and 
lead to the corner allow Guy to follow up with a few extra hits that aren't normally 
possible. Because many of these combos need the corner to keep your foe from flying 
too far away from you, timing particular segments of the combo to reach the corner 
during certain hits requires very specific positioning. The following is an example 
combo that uses this tactic in order to add hits to the end of a combo. 





When your opponent is about a quarter of the way from the edge of the screen, & 
standing LP <> MP <> HP <> HK, After your opponent is airborne, walk forwore = 
step then juggle with standing LP => MP <> HP <> HK. If the positioning is corres 
standing LP should hit your opponent before they reach the corner. The remaining be 
of the chain push your opponent into the corner for the final hit fo connect, Since te 
first hit of the chain connected outside of the corner, the corner juggle limit doese 

effect the second chain combo. Because of this, itis possible to juggle yet again wae 
a third chain combo. 


1s feasible to use this strategy in order to add hits to the end of a variety of combas 
Although the combos that use this exploit are very difficult to land, the massive 
damage they inflict is well worth the effort of learning them. 


Suwa Potential 


Guy's incredible ability to string together massive combos allows him to delete a large 
percentage of his opponent’s health bar in one sequence. As if the life loss, wasn'® 
enough, many of these combos deal an enormous quantity of stun damage as well, 
Cold and calculating, a strong Guy player must learn to keep mental notes of the stur 
damage he’s dealt to an opponent. When close to being dizzied, your opponent is left 
in-c problematic situation that may lead to their demise. The following combinations 
are examples of combos that hit for a great deal of stun damage. 


Stun Damage: 22 


Combo 1) MPe> HPe> Level 3 Bushin GoraiKyaku, walk forward a step then juggle with standing 
LPe> MPc> HP o> HK. 

After this combo hits, your opponent is left in a problematic position. Only 16 points 

of stun damage is needed to dizzy most characters, making your follow up attack 

afterwards a potential round winner. Close standing MP <> HP <> LP Hozanto deals 

16 points of stun damage, the exact amount needed for a possible dizzy. 




















seen, a Se (com) 


word © sai 
Sal ISM Availability | Command Sequence 


® Gembo 2) Hhon position i near a corner, close standing LK=> LPe> MPc> HPe> HK (opponent —_| MP > HP <> LP Hozanto 
















See Damage: 38 

















is knocked into corner), juggle with standing LP <> MP<> HP=> HK, juggle again with When o an - A 
i é jpponent is mid-screen, MP <> HP <> Level 3 Bushin Gorai 
hse standing MP > HP > Bushin Senpu Kya, @ Kyaku, juggle with an early close standing HP <> Bushin Izuna 

Ds combo leaves most characters only a few points away from being stunned. A aot aT ESR ATES TES ES EIST 

A \ lose standing LK «> standing LP <> MP «> HP <> HK, juggle wil 

secalone normal attack or the combo of your choice should dizzy them. ry an cory Level 3Bushin Hoss Ken 
Yee Damage: 40 ‘When opponent is cornered, close standing LK => standing LP => 
ig 

Keb MP e> HP > HK, juggle with close standing MP «> close standing 


Bebo 3) When position is further away then mid-screen from the corner, MPc> HP > Level 3 HP > tzuna No Hiji Otoshi 
Bushin Gori Kyou, juggle with LP (opponents knocked info cornerb> MP&> HP > — - 
HK, then juggle with MPe> HPe> HK Bushin Senpu Kyaku. Anti-air crouching MP <> Level 1~3 Bushin Hasso Ken 


‘Prough the positioning is very specific, this combo instantly dizzies most characters, Variable Gembas 


‘Soeest any character it doesn’t dizzy, a single normal attack or one basic combo is all 
Her is needed to finish the job. #1) Ground 


HP + HK activation, LP <> MP <> HP «> HK <> LK Hayagake (HP => HK «> LK 
Hayagake) x A. 
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The objective for a Juli player is to coerce an opponent into jumping at her. Similar © 
Cammy and Juni, she is heavily reliant on Variable Combos in order to deal damage: 
Without them, Juli must rely on her lackluster Super Combos to score big leads. By 
applying pressure at mid-range, your opponent will eventually take measures to jump ov 
your ground-based offense. Anticipate the attempt and punish it with a Variable Combo 
take the lead. 





How to Accomplish Juli’s Objective 


Option 1: Establish Juli's mid-range offense 





A Juli player must rely on using her excellent walking speed fo lure and evade enemy 
attacks. Rapidly move in and out of your opponent's maximum attack range ane 
coerce them into making a move. If they perform an attack and it misses, punis® 
the whiffed attack with crouching HK. If you ever anticipate your opponent is going 
fo move far enough into range to safely attack, perform an early crouching MK t= 
put a stop to their intentions. If your opponent is using projectiles, jump straight ue 
over thiem on reaction to safely avoid it without losing your positioning. In regards 
to attacking, occasionally move into atiacking distance and initiate a standing Hi 
It’s excellent range makes it difficult to avoid through evasion. It even tends to caice 
> MK jumps as they leave the ground if your opponent jumps towards you. Continue te 
tx + Any Kick apply pressure using your ground game and keep an eye out for jump attempts. Once 
> 4% + Any Kick they jump, pummel them with Juli’s anti-air VC to gain a lead. 
























” tee $0 + Any Kick, then 
A Reverse Shaft Breaker pres Kick oily 
a [ Spin Drive Smasher tue $+ Any Kick 








) 
; 





Ofiensive Neves 
Seuching LK x 2 is Juli’s most used attack opening at point blank range. In cases where it connects, it’s cancelable info a HK Cannon Spike, Spin Drive Smasher, or a Level 3 
verse Shoft Breaker. If blocked, Juli has several basic options to utilize in order to stage a follow up attack. The subsequent illustration shows how to best use this opening 
Seending on whether or not it hits. 








Perform an immediate Wolk forward and throw your Walk forward and perform Jump forward and perform a 
crouching MP. Stops early opponent. Works only when crouching LK (Counter Hit) Ite cross-up LK. Some novice 
cattempls to attack you after your opponent is afraid of linked into crouching HK. players have difficulty blocking 
crouching LK recovers, every other option. Counters your opponent's this option. After landing, link | i , 
attempts to stop what they crouching LK x 2. 1 
think is © walk up throw. 








Befeadive Neties ISM Species 


jas Cannon Spike has some invulnerability, making it useful as ant-cir or oso 
seversal on wake up. In regards to other forms of anti-air, crouching HP can be used to 
Sal with most frontal jump in attempts. If needed, standing MP is useful for dealing 
wth jumps that are directly above you. Cancel it into a HK Cannon Spike for a 2 hit 
‘embo. Finally, an early forward jumping HK may be in order if you're looking for 
sore damage. IF it connects on a Counter Hit, it’s possible to cancel your jump recovery 
sd juggle with crouching MP <> HK Cannon Spike for solid damage, Mix up with the 
sccasional air throw to keep your opponent from air guarding your jumping HK. 





Juli’s only Super Combo in X-ISM is the Reverse Shaft Breaker, which inflicts terrible 
damage considering it’s an X-ISM super. The X-ISM chain system is also completely 
useless Juli because nothing links after standing HP from any further away than 
point-blank range. 








Gellling Ara 


Although risky and difficult fo use properly, the Falling Arc command overhead (-» +i 
has the unusual property of leaving Juli directly next fo her opponent after it conness 
This allows you to follow the move with another attack. Basic options after the Falling Ae 
connects consist of either a throw or crouching LP x 2.¢> HK Cannon Spike. 






The Spin Drive Smasher is a useful addition to Juni’s offensive capabilities. It gives 
her a stronger attack to cancel into after crouching LK x 2. Unfortunately, the other 
additions that A-ISM offers, like the multi-level Reverse Shaft Breaker, do very litile 
for a Juli player's game. 






\ WARM (Recemmacmciec)) 


Although difficult to perform, Juli’s Variable Combos are passable. She has a solid 
anti-air and anti-projectile VCs that deal reasonable amounts of damage. To the 
Juli player's dismay, she doesn’t have 
any Guard Break VC's at her disposal, 
nor does she have a reasonable way 
fo salvage a missed VC. If you're going 
fo activate a VC, make sure you don’t 
miss! 





















Gidvanced Tactics) 

Goumter iit Growdhing MP 

With proper timing, Juli can link @ crouching HK after o crouching MP that connects 
on a Counter Hit. This basic combo is not just easy to perform, but it also knocks your 
opponent down within range for a follow up wake up attack. Since her Cannon Spike 
combos are difficult to follow after, this is extremely valuable and enables you to 
keep the momentum of the match in your favor, Below illustrates a basic setup where 
crouching MP often connects on a Counter Hit. 


Pecform a late throw. Use this option Perform an immediate crouching MP. 

when you believe your opponent is [Fit connects on a Counter Hi, link 

going to block. crouching HK. Connects when your 
‘opponent tries to counter what they 
believe to be a throw. 



















Crouching LK x 2.<> HK Cannon Spike 

Crouching LK x 2.¢> Level 1~3 Spin Drive Smasher 
Jump in HK, standing HP «> HK Sniping Arrow 
Crouching LK x 2 ¢> Level 3 Reverse Shaft Breaker 


Near corner, Counter Hit jumping HP (Crouch Cancel landing), 
semi-late jumping HP (Crouch Cancel landing), crouching MP => 
HK Sniping Arrow 
















att 

















Waricbls Gonibas 
#1) Anti-Air 
9 = INK activation, standing HP > HK Connon Spike «> crouching HP => LK Sniping 


ow (misses) <>(crouching MP «> crouching HP => LK Sniping Arrow (misses)) x lM. 
When corner is reached, change combo to HK Cannon Spike x MM 


#2) Anti-Projectile 
© = LK activation, HK Sniping Arrow <> (HK Cannon Spike > standing HK => LK 
ing Arrow (misses)) x iW. When corner is reached, change combo to HK Cannon 
Spike x MM. 





















Puerco 





As a character that's unfortunately weak in every category that counts, Juni’s objective = 
seemingly ambiguous. However, sincer her only outlet for safe attack and big damage « 
Variable Combos, her objective becomes apparent. Your goal when playing Juni is to lure 


your opponent into jumping towards you. Only then can you score the damage she needs # 


successfully walk away with a win. 







































































Falling Arc > + MK 
Spiral Arrow Charge, + + Any Kick (air) 
rr [conen Sqike Charge #, # + Any Kick 
WA Mach Slide toe + Any Kick 
HAW Cannon Strike Jump forward, #%-> + Any Kick 
X Psycho Shield Guard on attack, then press + + LP +MP + HP 
‘ Guard an attack while airborne, then press TH 
ry Psyho hie | Sumre an oak wt 
bs Earth Direct Rotate 360 + Any Punch 
Holi 
KobW Connie + bse + Any Punch 
hu Razor Edge Slicer | Do nothing after after Hooligan Combination 
+ of > + Any Kick when close to your 
A Fatal Leg Twister opponent after Hooligan Combination 
Wied Cross Scissor + or > + Any Kick when very close to your 
Pressure opponent after Hooligan Combination 
| Command 
Psycho Streak Charge + ++ + + Any Punch 





[Shin Drive Smasher 


[charge ese + Any Kick 

















How to Accomplish Juni’s Objective 


Option 1: Establish Juni’s mid-range offense 


Playing passive aggressively at mid-range builds meter while controlling your 
opponent's position. Your attacks of choice at this distance are standing and crouching 
HK. Move in and out of your opponent's attack range rapidly and periodically his 
standing HK whenever you anticipate an aggressive movement or a random jump 
Use crouching HK fo punish any whiffed attacks that you bait by moving around. 
Against projectile oriented characters, the aerial version of Juni’s HK Spiral Arrow con 
be used to fly over and punish projectiles. If you ever need it, rapidly whiff throws 
crouching MP. or standing HP to build Super Meter very quickly. Doing LK Mach Slides 
‘ot a safe distance also builds meter at a rapid pace. 







































> 
= 
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‘OGencive Neies 


> baading crouching HK, it's very difficult to launch a wake up attack while 
a charge for a Cannon Spike. This is troublesome because crouching LK x 2 <> 
Geonon Spike is Juni’s only verifiable combo. In order to rectify this problem, it's 
‘seebe: to immediately jump towards your opponent after landing a crouching HK 
‘oe Sold down during the jump to obtain a charge. Against the majority of the cast, 
‘p> fend just before your opponent fully stands up, giving you the opportunity to go 
> souching LK x 2 with a Cannon Spike charged. Additionally, It’s possible to delay 
oe womp slightly to meet your opponent as they stand up with a deep jumping LK. 
Whee used in combination with an empty jump in crouching LK, this effectively creates 
> srdiguous high/low mix up that's difficult for your opponent to defend against 
Sesiently. Unfortunately, this set up 
> works against a select number of 
Seeclers. Specifically, Gen, Sodom, 
He MM. Bison, and Birdie recover far 
Se wickly from a knock down to safely 
re towards them after crouching HK. 
Soest these characters, it’s extremely 
Peal to land crouching LK x 2 with a 
ane. 





TS compensate for Juni’s inability to attack certain characters while storing a charge, 
© portant to ulilize Counter Hit setups in order to land combos that don’t require 
see. One such combo is Counter Hit crouching MP linked into crouching HK. This combo 
sey works after crouching MP connects on a Counter Hit, thus making it necessary to 
‘Sef an attack from your opponent. To land this combo, it’s important to utilize throw 
ps in order to get your opponent to eventually counter the throw. One such set up 
© meeting your opponent as they wake up with a close standing LK. After you recover 
othe attack, initiate Juni’s HP Earth Direct to grab your defending opponent. Once 
Sey re scared of the throw they may take measures to counter it, which is exactly 
Se moment to go for a Counter Hit combo. Make your opponent block another close 
eoding LK and immediately go for crouching MP. If it hits on a Counter Hit, link 
seeching HK to score another knockdown. 















Defenaive Netes 


Juni’s Cannon Spike has some invulnerability, soit is useful for beating attacks on wake 
up or gaps in your opponent's close range offense. In regards to anti-air, crouching 
HP can be used to deal with most frontal jump in attempts. If needed, close standing 
MP is useful for dealing with jumps that are directly above you. Unfortunately, both 
of these attacks lack priority and damage output, so they tend to offen trade hits with 
little reward. Although risky, an early forward jumping HK may be in order if you're 
looking for more damage, If it connects on a Counter Hit, i’s possible to cancel your 
jump recovery into an attack and juggle your opponent with crouching MP <> HK 
Cannon Spike for solid damage. Mix in an occasional air throw to keep your opponent 
from air guarding your jumping HK. 
On another note, Juni’s Psycho Shield 
defensive maneuver can be used fo push 
your opponent away from you. This is 
helpful for gaining some breathing room 
if your opponent has you cornered or 
your guard is about to break. 











X-ISM chains are helpful for jump in 
combinations when the opportunity 
arises, although rare. Unfortunately, 
X-ISM suffers from the same problem 
AASM hos, which is a severe lack of 
worthwhile Super Combos. 





Juni’s Super Combos are severely lacking. Both the Psycho Streak and Spin Driver 
Smasher require a charge to be initiated. This becomes a huge disadvantage to 
shoulder due to Juni's difficulty keeping 
‘a charge when mounting a close range 
cattack. As if the aforementioned wasn’t 
enough to dissuade you, neither Super 
Combos deal very much damage, and 
the Psycho Streak is vulnerable to a 
wake up roll recovery even if it hits. 


J. WARM @esommned) 


Although she isn’t the most ideal V-ISM 
character, Juni does have damaging 
anti-air and ground based Variable 
Combos at her disposal. Because of this, 
the damage output and flexibility of the 
Voriable Combo is a welcome addition 
over her two, difficult to land, Super 
Combos. 

















@® 29°  2e . 

Gimmes Peilling Ara 
Gounmisr Init Sienechiag TP > Although risky and difficult o use properly, the Falling Arc command overhead (-» = Mi 
Gon stnetfien has the unusual property of leaving Juni directly next to her opponent after it connects. Te 
If it connects on a Counter Hit, standing HP can be canceled into Juni’s Hooligan allows her tofollow up ater the move with another attack. Adtionly, becouse the Foley 
Combination, allowing you to grab your vulnerable opponent out of the air with her Aes wind up time Bey heany, its possible toabaina charge fora Cannon Spike by the = 
Cross Scissor Pressure throw. This simple 2 hit combo deals « massive 40% damage #Teoves. Basic options after the Falling Arc connects consists of either a HP Earth Direc =: 
to your opponent. Because of the high damage this combo deals, specific setups crouching LP 2 <> HK Connon Spike. 

designed to fish for a Counter Hit standing HP are a welcome alternative to other 


attack options, The following example illustrates a specific Counter Hit set up utilizing 
standing HP and what to do if i’s defended against, 


(al tate tee & 


Blocked (Crouching|LK: 





ey f/f 


After you recover from the LK initiate either: 
LTT! 





If the close standing HP connects on a Counter Hi, grab your opponent 
out of the air with Juni’s Cross Scissor Pressure. If standing HP is blocked, 
utilize the various Hooligan Combo variations, like the Razor Edge Slicer 
or the Fatal Leg Twister, to stage a secondary attack. 





NOTE: Standing HP misses against specific crouching 
characters, m this tactic useless in those match ups. 
The characters in question are Ken, Guy, Charlie, Gen, Rose, 
Sakura, R. Mika, ond Karin. 














mee 


GM Avai Command Sequence 








Bal Crouching LK x 2~3 <> HK Cannon Spike 
Bal Jump in HP, crouching MP <> HK Cannon Spike 
BOL ‘Ant-air cose standing MP &> HK Cannon Spike 





Crouching LK x 2 X-ISM chained into standing HP <> HK Spiral 
Arrow or Psycho Streak 











7 Crouching LK x 2~3 «> Spin Drive Smasher 
Near corner, Counter Hit jumping HP (Crouch Cancel landing), 
Baw semi-late jumping HP(Crouch Cancel landing), crouching MP <> 
Connon Spike 








@Gemibes 
#1) Anti-Air 
#° + HK activation, (standing HP <> HK Cannon Spike > MK Spiral Arrow x 2) x IM 


corner is reached, change combo to (HK Cannon Spike) x AM. End combo before 
eter runs out with standing HP <> Hooligan Combination <> Cross Scissor Pressure. 


#2) Ground 


#° + HK activation, crouching MP <> HK Spiral Arrow <> (standing HP <> HK Cannon 
Spike <> MK Spiral Arrow x 2) x AM. When corner is reached, change combo to (HK 
jon Spike) x ML End combo before meter runs out with standing HP <> Hooligan 
Combination <> Cross Scissor Pressure. 
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IKarin's|Objactive) 


Karin carries a wide assortment of attacks that are extremely effective when she’s direct 
next to her opponent. This is all due to her verifiable combos and throws that not only dea! = 
lot of damage, but also knock her opponent down directly next to her when they connect. TI 

allows a Karin player to keep momentum and follow up with another throw or combo mix 
after each successful attack. With that said, your objective when playing Karin should be 


establish point blank range. 


ISM 


Availability Command 


Ho Sho > 54 Any Punch 
Mujin Kyaku 
Ressen Cho 













> 4x + Any Kick 





+ + +Any Punch 





Ressen Chu, Press Punch during Ressen Cho 
$2 + Any Kick 


+2 + Any Punch, enemy standing or: 
jumping attack must collide with it 


Yosha Goeshi (Low) i isenedl Kick, enemy low attack must 


x Arakuma Inashi Rotate 360 + Any Kick 


x Guren Ken 4% > + Punch, Punch 


Ressen Ha 


Yasha Gaeshi (High) 








EE /ENEEEIEEIE 








E 









Guren Ken Follow Ups 







> + Any punch affer Ist attack or any punch after 2nd 
attack 


Any Kick after Ist or 2nd attack. 
x + Any punch x 2 after Ist oF 2nd attack: 
+ +Any punch after Ist or 2nd attack 
+ + Any kick offer Ist or 2nd attack 
4-+ Any kick after Ist or 2nd attack 
++ Any kick after Ist or 2nd attack 












Guren Mujin Kyaku 
Guren Chochu 
Guren Yosho (Jodan) 
Guren Yasha (Gedan) 
Guren Ressen Ha 
Guren Kusabi 


























| Command 
Ty Kanzuki-ry Shinkai Byoku | -» 4 x = + Any Punch 
wo Kanzuki-ryu Ko'o Ken exe bum + Any Kick 








7 





challenger has Super meter available, 





i: 








How to Accomplish Karin’s Objective 


Option 1: Establish Karin‘s mid-range offense 





Establish mid-range and pressure your opponent with Karin’s ground game. Your 
focus at this distance should be to work your opponent's Guard Meter while looking 
for opportunities to land crouching HK. Rapidly walk in and out of your opponent's 
attack range and occasionally use standing MK when you anticipate an aggressive 
movement. Standing MK tends to catch jump attempts just as they leave the ground 
so don't hesitate to do it early if you think one is coming. If your challenger attempis 
to attack while you're out of range, punish the missed move with crouching HK. if 
your opponent is inclined to walk backwards constantly to evade your attacks, move 
very far into attack range and hit crouching HK to catch them standing. If you're 
feeling lucky, force your opponent to block a standing MK and cancel into a HP Guren 
Ken to go for any of the follow up mix- 
ups. Although unsafe to counter attack, 
many of the options out of the Guren 
Ken can be used to work an opponent's 
Guard Meter or fish for a knockdown, 
This is, however, extremely risky if your 















Option 2: Jumping over one of your opponent's attacks 





This is the riskiest of your options. Anticipate an attack and jump over it. If you guess 
correctly and your opponent does an attack, nail them with the jump-in combo of your 
choice to earn some damage and your knock down. If you jump forward and they don't 
do an attack, predict when your opponent might perform an anti-air and hit jumping 
LK just before they attack. Jumping LK has a lot of priority against normal attack 
anti-air maneuvers, so if it is done early you may beat their attack altogether and 
score a Counter Hit. If you don’t believe 
your opponent will try to punish your 
jump (because they weren't looking for 
one), make them block a late jumping 
LK and follow it up with whatever close 
range attack you desire. 





















Offknaive Netes 


‘Se Karin’s Punch throw over her Kick throw in most cases. It leaves her opponent Crouching LK x 2 is a great opening string for all of your close range needs. If can be 
Seectly next to her, which is exactly where you need them to be. Her kick throw is canceled directly into Karin’s Guren Ken or Shinpikai Byaku Super Combo. It’s also a 
-seful near corners if you have a Variable Combo ready, in which case she can follow verifiable opening, allowing you to stop the attack and not cancel into a special if it 
%e throw with an off-the-ground VC doesn’t hit your opponent. The Guren Ken does have built in mix-up options, however, 
‘refer to Advanced Tactics). In those rare so you may be canceling into it regardless of whether or not it hits. Every hit of the 
ase where you have the opportunity to Guren Ken and its many follow-ups can be delayed and performed very late into 
‘brow someone while you are cornered, each attack’s recovery. Although none of these options are completely safe to attack, 
se the Arakuma Inashi. Karin throws they make it possible to counter your opponent's attempts to punish the Guren Ken's 
ber opponent the opposite direction after recovery. The following is an example that illustrates how the Guren Ken should be 
5 initiated, swapping your negative used depending on whether it hits or not. 

positioning with your challenger. 
























Ken then chain into the Guren Kusabi 
follow up. 


Delay the second hit of the Guren Perform far standing MK <> HP Guren rks only 
Ken, then chain into the Guren Kusabi. Ken, Counters your opponent's attempts when your opponent is afraid of every 
Because of the ombiguity of whether to hesitate their counter attack in order other opt 

or not a follow up attack is coming, this to avoid the Guren Kusabi, 

often connects on a Counter Hit. 





Spedifias 
\n regards to air defense, Karin has it easy. Standing HP should quench the majority i SSE 

of your needs as an all-purpose anti-air maneuver. It beats most frontal jumping 
attacks and happens to work well against cross ups. Against special cases where 
stonding HP isn’t working, swap it out 
for crouching HP instead, which has 
a little more priority against jumping 
attacks with steep downward angles. 
This attack can also be canceled, which 
allows you to chain it into Karin’s Ko'o 
Ken Super Combo for a damaging anti- 
air combination. 





The increased damage output works well with Karin’s affinity towards offense. The 
same goes for the increased Guard Meter damage rate, which makes certain tactics 
such as the “Empty Cancel technique 
even more effective (refer to Advanced 
Tactics). Unfortunately, the absence of 
cir blocking and a damaging defensive 
Super Combo of some sort make it 
difficult to scare your opponent into 
playing defensively. 




















Karin’s Kanzuki-ryu Ko'o Ken Super Combo is a welcome addition to her defensive 
options. Any level of this attack can be canceled into from a crouching HP for solid 
damage against jumping attacks. The 
addition of multi-level versions Karin's 
Shinpikai Byaky isn't a bad diversion 
from. Guren Ken combos ~ either. 
Regrettably, ASM doesn’t add much 
oomph to the play style Karin leans 
towards, which is close range offense. 


J. WARM @esommankd)) 


Although Karin doesn’t build Super Meter as fast as other characters, the Variable 
Combos available to her are extremely flexible and damaging. She has solid anti 
cir, ground, and Guard Break Variable Combos at her disposal. In addition to that, 
the ability to use her command throw in 
off-the-ground Variable Combos. allows 
her to land them off of some of her 
throws and her most used combo (refer 
to Advanced Tactics). Simply put, V-ISM 
gives her close range abilities a huge 
boost in both damage and flexibility. 





Gress Up NIK 

Because the Guren Kusabi extension of Karin’s Guren Ken doesn’t allow for recovery 
rolls, you're free to follow up after this attack with whatever setup you desire. One 
specific tactic involves setting up a difficult to block cross-up MK after the Guren 
Kusabi hits. In order for the positioning to be correct, Karin must perform her Guren 
Ken combo with particular strengths. Against most characters this combo is crouching 
LK x 2 standing LK => MP Guren Ken <> MP Guren Ken (2" hit) «> MK Guren 
Kusabi. Against Blanka, Sagat, and Zangief, change the combo to crouching LK x 2 <> 
standing LK <> HP Guren Ken <> HP Guren Ken (2 hit) <> MK Guren Kusabi. 


After the combo connects, wait a second, then jump forward. Perform a late jumping 
MK just.as you pass over your opponent's head to hit them from behind, If you press 
‘MK earlier, just before you pass over their head, the MK will hit from the front of 
your opponent. If the cross-up MK hits in either case, link the same Guren Ken combo 









afterwards to set up the same situation once 


There is of course one weakness to this set 


more. 


up. Some smaller characters, like Ryu, 





Ken, Akuma, and Sakura, can crouch under tl 


ie cross-up MK. If you believe they may 


attempt to do this, take a step backwards after the Guren Kusabi recovers, then jump 
forward with a late jump LK to catch them crouching. 























Stancing UP Pressure 


Although Karin’s standing LP carries a hefty amount of advantage after it wher 
blocked, it’s risky to implement because it misses against most crouching characters 
However, larger characters (like Sagat, Sodom, Zangief, and Birdie) cannot crouce 
under this move. Against these characters, it’s possible to abuse standing LP as 
useful pressure tool by walking forward and repeatedly doing it against a defending 
opponent. If your opponent attempts to attack in-between each LP the LP will hit one 
Counter Hit, and you can verify the hit and link standing LP <> standing LK <> Gures 
Ken. Once your opponent is scared to be aggressive, toss in an occasional walk up 
throw to get them anxious to attack again. 





The whiff animation on Karin’s Arakuma Inashi command throw is incredibly short. If 
canceled into from a blocked crouching HP the throw will whiff, and Karin will recover 
before her opponent leaves Blockstun. Although this can be used for staging basic 
mix-ups, this is largely useful for Guard Break patterns. Specifically, early jumpin HK, 
crouching HP canceled into a whiffed Arakuma Inashi, then an immediate standing or.) 
crouching HK, demolishes a massive portion of your opponent's Guard Meter. 
































Avclama Imad ©pifens 
Karin is able score a free Variable Combo in abnormal situations by utilizing her 
Arakuma Inashi command throw for off-the-ground combos, The situations where this 
is possible are numerous, but the most useful situations are as follows. 

1) Lond crouching LK x 2<> HP Guren Ken (2 hits) <> HK Guren Kusabi, activate Variable Combo 


immediately after you recover from the slide, initiate a Arakuma Inashi just as your opponent 
hits the ground. Proceed into Variable Combo #4 (refer to Variable Combo section). 


2) Land Karin’ kick throw near a corner, activate Variable Combo just before your opponent his 
the ground, then initiate the Arokuma Inashi just as your opponent hits the ground. Proceed 
into Variable Combo #4. 





ISM Availability | Command Sequence 























. Grouching LK x 2 => standing LK => Guren Ken (2 hits) «> Guren 

~ Kusabi 

ah rid HK, standing MK => HP Guren Ken (2 hits) <> LP Guren 

" Crouching LK, X-ISM chained into Crouching HP <> Guren Ken or 
Shinpikai Byaku 

Kids Crouching LK x 2. standing LK => Level 1~3 Shinpikai Byaku | 

wide Counter Hit jumping HP (Crouch Cancel landing), semi-late 

am jumping HP (Crouch Cancel landing), standing HK 





Gombas 
#1) Anti-Air 


HP + HK activation, LP Ho Sho > (HP Ressen Cho (misses) <> Ressen Chu => late HP 
Ho Sho) x Al When you reach corner, change combo to HP Ho So's x IML 


#2) Ground 


HP + HK activation, crouching MK => HP Guren Ken (3 hits) => (HP Ho Sho <> late HP 
Ressen Cho (misses) <> HP Ressen Chu) x iM 


#3) Guard Break 


HP + HK activation, standing HK x 2 <> (HK Mujin Kyaku) x fl. Cancel the final hit 
that guard breaks your opponent into an Arakuma Inashi then continue into Variable 
Combo #4. 


#4) Arakuma Inashi VC 


Perform a Arakuma Inashi. Just after Karin tosses her opponent fo the side, perform 
the command for a LK Ressen Ha the opposite direction she throws her opponent. 
Essentially, perform it with a reverse command. The second you land from the 
LK Ressen Ha, cancel the recovery into a Arakuma Inashi to pick your opponent up 
off of the ground. Repeat combo from the first step (LK Ressen Ha (Misses) <> OTG 
Arakuma Inashi) x Al. 


#5) Arakuma Inashi VC #2 


Perform an Arakuma Inashi. Just after Karin tosses her opponent to the side, perform 
the command -» % +. + MP MP (Ressen Cho command performed to compensate for 
then control shift) to quickly juggle them before they touch the ground. From there, 
juggle with a HP Ho So and continue into Variable Combo 7. 


























Ken;s\Objactiva) 


Ken’s objective varies depending on the selected ISM. In V-ISM, Ken’s objective is 
bait his opponent into jumping towards him so can land his Variable Combo. In A a 
XISM, a Ken player’s objective should be to establish close range to land his damagy 
Shoryu Reppa. 





How to Accomplish Ken’s Objective 
VSM Option: Establish Ken's mid-range offense 


Stand just outside of your opponent's maximum attack range. Adjust your position 
match theirs when they move around. From this distance, Ken's Hado Ken beats mes 
low attacks, while also being fairly difficult jump over on reaction. Anticipate when your 
opponent may try fo attack, then thraw a HP Hado Ken. Fake Hado Kens by whiff 

the occasional LP. This may trick your opponent into jumping towards you. If they jum 
counter it with a Variable Combo. If they don’t take the bait, immediately throw anotne: 
HP Hado Ken to push them away from you. Be cautious when utilizing Ken's Hod. 
Ken, since the start up time is heavier then Ryu and Akuma’s. Use Ken's standing Hf 
and > +HK at this distance if your wary 
4x + Any Punch of throwing projectiles. Standing HK is 
Shoryu Ken > 4% + Any Punch great all-purpose poke that’s good when 
TutsumakiSenpy | += +Any Kick (may be performed while used offensively. + HK has a terrible 
Kyakw jumping) wind up time, but it’s incredible range 
AW Zenpo Tenshin tee + Any Punch and high Guard Meter damage make it 
del [ento $x + Select worth doing on occasion to work towards 


Inazuma Kakato a Guard Crush. 
eer (a |= sm 


ry Ushiro Mawoshicgeri [> + HK ASM Option: Jumping over one of your opponent's attacks 


While staging a convincing mid-range offense, anticipate a ground-based attack and 


&parG@ubho jump over it. If they do an attack, punish its recovery with jump in HK, crouching Mi 


SM Availabilty | Name = > MP Shoryu Ken. If they don’t do an attack and don’t punish your jump, come out 


of it with a late jump HK. Follow up the blocked jump in with the close range attack 
Shoryu Reppa $e 4x + Any Punch option of your choice, 
4m $x + Any Kick, press any Kick 
rapidly 










ISM 
Availability 

















| Name | Command 
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Shinryu Ken 








Shippujinrai Kyaku tee tee + Any Kick (Level 3) 





es EL Ce ea 








Chain the second crouching LK into 
standing LK=> HP Hado Ken ora Level 
1-3 Shoryu Reppa. 











Yer's lose range offensive capabilities revolve around a crouching LK x 2 opening. Crouching LK can be chained into a standing LK, which can then be canceled into the majority 
is special attacks or Super Combos. If crouching LK x 2 is blocked, use the extended Blockstun after the attack recovers to initiate a follow up attack. The subsequent 
Sestration shows what options to take depending on whether or not crouching LK x 2 connects. 






















Walkup and Punch throw your 
opponent Works ony when 
your opponent is afd of 
every option, 











Defensive Neties 


Crouching HP works well as an anti-cir maneuver. If you have the dexterity to do 
© crouching HP can also be canceled into a MP Shoryu Ken for a 2 hit air combo. 
jn tighter situations where there's not enough time to execute a normal attack, the 
Shoryu Ken should be your main defensive maneuver. It works well as anti-air (if 
done late) and as a reversal on wake up. 





Walk up crouching LK 
(Counter Hit)=> standing LK 
=> HP Hado Ken or Level 1~3 
Shoryu Reppa, Counters your 
‘opponents attempls fo stop 
what they think is a throw. 


Crouching MK => HP Hado Jump forward and perform a 
Ken. Beals your opponent's cross-up MK. 

early attempts to attack after 

they leave Blockstun. 





IGM Specifies 
\ SEM 


X-ISM gives Ken'the least benefits out of the rest of his ISM choices. Despite the 
overall damage increase, Ken's Shory Reppa (strangely) doesn’t receive a damage 
boost in X-ISM. Since Super Combos are Ken's most viable combo option at close 
range, X-ISM Ken cannot deal much more damage than A-ISM Ken when it counts. 
This, and the loss of air blocking and Level 1 Super Combos, is more than enough to 
keep most Ken players away from X-ISM. 








ot 
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A TEM Gecmme-ncks) 

Ken has a strong mesh of Super Combos, making him very capable character in A-ISM. 
Particularly, his Level 1~3 Shoyu Reppa is an effective addition to Ken's close-range 
offense. It deals massive damage and combos off of the majority of Ken’s best opening 
attacks. Although not quite as damaging, the Shippujinrai Kyaku Super Combo is also 
useful because of its incredible range. It's 
possible to cancel into it after crouching 
MK in order to punish missed normal 
attacks at mid-range. I’s even possible 
to link it after Ken's» + MK overhead, 
although this is quite a difficult combo 
fo master. 


SY. WARM esommeed) 


Although certainly not the ideal V-ISM 
character, Ken has what he needs to 
be effective in this mode. His anti- 
air Variable Combo is viable in most 
situations ond the addition of his mid- 
screen confusing VC allows Ken players 
to salvage missed Variable Combos with 
a secondary attack. 





Gress-up MK Leap 


In those rare cases where your enemy gives you a direct opening, strike them with 
standing HP <> MP Shoryu Ken. After you recover from the combo, walk forward a 
step, then jump towards your opponent. To hit your opponent from the back, perform 
a deep cross-up MK once you pass over your opponent's head. To hit them from the 
front, which must be blocked normally, jump forward a little later than before and 
press MK just BEFORE you poss over your opponent's head. If jumping MK hits in 
either case, land and link another standing HP <> MP Shoryu Ken to set up the tactic 
once more. 


Keep in mind that your opponent can still 
perform a recovery roll after they hit the 
ground. The roll attempt can be reacted 
to and punished before you make the 
jump, so pay lose attention to your 
opponent's actions after the combo hits. 

















Tetsumel Senpu [fyelao 

You can use the jumping version of Ken's Tatsumaki Senpu Kyaku (+1 + HK) ® 
propel himself across the screen forwards or backwards. This is useful for quick retrese 
or effortlessly escaping corners when your opponent is closing in on you. The commas 
to perform the Tatsumaki Senpu Kyaku the absolute second you leave the ground for » 
jump is different depending on the direction you want to travel. To fly forward, perform 
the command + # + HK. To fly backwards, input #4 % + HK. In either case, the 
command must be performed quickly and smoothly for the aerial Tatsumaki to initicte 
properly. 





Kem Gontindion Va 


Mid-screen, activate a Variable Combo directly next to your opponent with MP + MK 
then combo crouching MK <> crouching HK <> LP Hadoken (misses) <> LP Zenpo 
Tenshin. After the Zenpo Tenshin recovers, your Variable Combo shadow eventually 
throws a LP Hado Ken. The projectile meeis your opponent just as they start to stand 
up, making it difficult for your opponent to attempt a reversal or distinguish what 
sort of offensive actions you're making. You have several options at your disposal 
once you recover from the Zenpo Tenshin, The follow lists the options available to. If 
any of these choices hit, crouching LK <> crouching HK => LP Hado Ken can be linked 
afterwards to reset the trap. 


Crouching MK«> Crouching HK > LP Hado 
Ken)> LP)/Zenpo Tenshin 















Jump forward and perform a late 
jumping HK. His your opponent from 
the front. 


Jump forward ond perform on early 
jumping MK. This option crosses up, 
forcing your opponent to block the 
opposite direction. 








After the first LP Zenpo Tenshin 
recovers, perform another LP Zenpo 
Tenshin. This causes your enemy's 


control scheme to reverse just as the 
Une Ce ee ey ey eee 


Jump forward, do nothing, then do 

crouching MK=> crouching HK <> LP 
Hodo Ken. Connects when opponent is 
afraid of the jumping options. 






=a — Sree 







Availability | Command Sequence 
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else Gomlbas 
#1) Anti-Air 


= MK activation, LP Shoryu Ken «> standing HP <> HP Shoryu Ken At as 4 
ding HK <> HP Shoryu Ken) x iM. When corner is reached, change q \ 
2 to (standing HP <> HP Hado Ken (misses)) x JM 


) Corner 
= LK activation, crouching MK <> (HP Hado Ken) x ML 






















ISM 
Availability Mamie 








| Command 


Charge «> + Any Punch 











| Psycho Shot 





Charge + > + Any Punch 












| Double Knee Press 





Gharge = + + Any Kick 








Hid 








Charge + + + Any Kick 








Head Press 
Somersault Skull 
Diver 


+ or > +Any Punch after Head Press 





Somersault Skull 
Diver 





Chae + + Any Punch, then + or» + Any 
Pund 





| Bison Warp 





[oes ore te LP FMP HP oF LK ICG HK 










S&pareaniaa 


Psycho Crusher 





| Command 
Charge + ++ + + Any Punch 

















Knee Press Nightmare 


Charge + ++ > + Any Kick 

















=. Bison's Objective) 


An M,. Bison player may have a difficult time landing the Super Combos. This is largel 
due to his lack of Link combos ‘and. chainable light attacks that are often safe openi 
hits to combos. Because of this, M. Bison needs direct openings that give him enough time 
to accumulate a charge before striking. Since there’s really only one way to obtain such a= 
opening, your objective when playing /M. Bison is to.crush your enemy's guard. 





How to Accomplish M. Bison’s Objective 


Option 1: Throw a LP Psycho Shot then walk forward 
behind it 


Despite its heavy recovery, the Psycho Shot travels extremely slowly across the screen. 
From just outside of mid-range, throw a LP Psycho Shot and walk behind it to safely 
‘approach your enemy. Since, in most cases, you won't be able to safely establish close 
range using this technique, use the advantage from the blocked Psycho Shot to force 
your opponent to block astanding MK. Don’t get too predictable with this pattern—the 





Psycho Shot's heavy starting animation makes it extremely vulnerable to jumps. Use 
it in combination with basic foot games that revolve around M. Bison’s standing MK, 
which bolsters enough speed and range to be used as an all-purpose poke. Dance in 
and out of your opponent's maximum attack range and periodically perform standing 
MK, Anticipate jump attempis and punish them to keep your opponent honest. Once 
ind it. When your 
rom mid-range or 


they're afraid to jump, throw another LP Psycho Shot and walk bel 
opponent's Guard Meter is low enough, perform a crouching HK 
loser to break their guard. Since it’s 
sliding attack, crouching HK leaves you 
directly next to your opponent after the 
Guard Break. Lay down the hurt with 
a Variable Combo or crouching MP <> 
Level 3 Knee Press Nightmare to finish 



















iw 





standing MP has a large window of advantage after it when blocked. This allows 
‘o use this maneuver for effective Guard Break patterns in wake up situations. 
such pattern is simply close standing MP, crouching MP, then standing MK. Each of 
tacks used in this string have advantage after them, so attempting fo stop it with 
Sing but a reversal special attack with invulnerability is difficult. Additionally, if 
standing MP happens to connect on a Counter Hit, the following crouching MP links 
eewords, You can even turn this pattern into a basic Counter Hit setup by occasionally 
1g forward and throwing after the close standing MP. Once your opponent is afraid 
Se throw, the follow up crouching MP may start hitting your confused enemy. 


% Bison's Alpha Counter in ASM is very unique. When initiated, M. Bison teleports 
Sehind his opponent without attacking. If performed against a recovery Heavy attack, it’s 
sen possible to hit your opponent before they can defend. However, keep in mind that 
his technique is performed against a projectile, M. Bison simply teleporis in place. 


When it comes to anti-air, your options are fairly limited. Your most effective answer is 
a level 2~3 Psycho Crusher, both of which cleanly beat jump attacks for big damage. 
Crouching MP also works against frontal jumping moves that don't have downward 
angles of attack. It’s possible to cancel crouching MP into a Level 1~3 Psycho Crusher 
if you have the meter available for a cool anti-air juggle. Aside from those, your 
only other option is an early jumping attack, preferably jumping HP or LK. If either 
connects on a Counter Hit near a corner, Crouch Cancel your landing and juggle your 
opponent with crouching MP <> HK Head Press «> Somersault Head Diver. 
















Finally, use the Bison Warp (+ +» + LK + MK + HK) to make an escape if your 
opponent ever corners you. It’s completely invulnerable on startup, so it's possible fo 
doit to pass through a normal move or a jumping attack. Always do the Kick version, 
which travels the longest distance, 


\, SEM 


Since the Knee Press tends to miss against 
some crouching characters, the Psycho 
Crusher Attack gives M. Bison something 
better to cancel into if he gets an opening. 
Unfortunately, his Psycho Shot is much 
more important to him then the Psycho 
crusher Attack, making the attack change 
a big loss to M. Bison’s game. 






- AWEM (Recommances) 





M. Bison’s one useful Variable Combo 
deals roughly the same amount of 
damage that his Super Combos do. 
The only, positive that they offer is 
the absence of a charge time. This is, 
however, may not be worth the loss of 
Level 1 and 2 Super Combos. 


Despite their heavy charge time, 
M. Bison's Super Combos are very 
useful. Having access to Level 1 or 2 
Super Combos allows M. Bison to take 
advantage of those rare occasions where 
he scores a Counter Hit crouching LP. 
It also doesn’t hurt to have a Level 3 
Psycho Crusher available, which is 
viable anti-air option that deals 55% 
damage to your foe witha single move. 
















Because of the lack of chainable Light attacks and the charge requirement on his Super Combos, it’s often difficult for M. Bison to land damage safely. To compensate for te 
problem, it’s helpful to use Counter Hit set-ups in order to perform combos that aren't normally possible. The following illustration shows an example of a Counter Hit set ee 





|Hold/*fand|Perform{al 


od 


~—_ ss CO 


A late Punch throw. Since quick light Continue holding # ond perform 

attacks usually beat throws, this is | an early crouching LP followed by 

best option to use in order to get your crouching MP If the crouching LP 

‘enemy to attempt counter attacks after connects on a Counter Hit, the following 

crouching LP crouching MP links afterwards, which 
can then be conceled into a Level { 
1-3 Psycho Crusher or Knee Press. | 
‘Nightmare for big damage. 


| 
~ = ‘ { 
| 












Crouching LP tends to score Counter Hits in other situations as well. For example, 
perform M. Bison’s Somersault Skull Diver and direct the follow up dive punch fo 
hit as late as possible (near your opponent's feet). After you recover from the Skull 
Diver, walk forward and throw your opponent, or perform crouching LP. If crouching 
LP connects on a Counter Hit, link crouching MP <> level 1~3 Psycho Crusher. 





combos) 

ity | Command Sequence 

Jump in HK, crouching MP => LK Double Knee Press 
Jump in HK, crouching MP > Level 1~3 Psycho Crusher 
Jump in HK, crouching MP <> HP Psycho Crusher Attack 


Anti-air crouching MP <> Level 1~3 Psycho Crusher 


Near corner, Counter Hit jumping MP (Crouch Cancel landing), 
semi-late jumping HP (Crouch Cancel landing), crouching MP <> 
HK Head Press > Somersault Skull Diver 


Gemisas 
#1) Ground 

¥? + MK activation, crouching MK > MK Double Knee Press «> (standing 
=X > IMK Double Knee Press (misses)) x IML When corner is reached, 


Sange combo to (standing HK <> © 4% +LP+MP+ HP => MK 
Double Knee Press (misses)) x A 













































































RAINBOW MI 
gy Mika’s(Objactive) 








LS 
Men 
a With a solid mix of damaging command throws and advantage-heavy normal attacks, R, Mika’s stroma 
Ze S suit is the art of close range combat. Although she lacks the combos needed to heavily counter ha 
i) ig 


opponent's attempts to stop her deadly throws, her Heavenly Dynamite Super Combo and wis 
array of safe heavy attacks are more then enough to compensate for this loss. With that sola 
your objective when playing R. Mika is to establish close range. 





How to Accomplish R. Mika’s Objective 


Wile jumping backwards or forwards + HP Option 1; Establish R. Mika's mid-range offense 
While jumping backwards or forwards + + LK 
> + MK (+ of > + MK in X-ISM) 

Flying Peach tee + Any Punch 








Your focus should be to land a crouching HK. Position yourself just outside of your 
opponent's maximum attack range and move in and out of that distance. If they 
attempt to attack you without paying attention to your position, punish their misses 
[soning Peach see + Any Kick attack with a crouching HK. If your opponent makes any dramatic movements towards 



























[ Paradise Hold Rotate 360 + Any Punch you, stick out a crouching MK to put a stop to their offense. Against foot game oriented 
Omen teneloce Raid 360 + Any Kick, press Punch or Kick characters that like to evade attacks by walking backwards, move forward and throw 

ropidly ‘out an occasional crouching HK to catch them when they are standing. If you see o= 

Wingless Airplane | Init, += +e« + Any Kick opening to risk an attack, walk into attack range and use R. Mika's » + MK. It leaves 





you at a very slight advantage after it’s blocked, allowing you to go for a HP Paradise: 
Hold or a Counter Hit crouching MK when you recover. 










ISM Availability | Name | Command 


Rotate 720 + Any Punch, press 
Punch or Kick rapidly. 


tue x + Any Punch 
duet + Any Kick 





Heavenly Dyanamite 


a | Rainbow Hip Rush 
ry | Sordine's Beach Special 















Hold + or + after Sardine’s Beach Special 
Press LP during Hashiru 


Press MP during Hashiru 
Press HP during Hoshiru 


Tobikoshi Press K during Hashiru 
Tobikoshi Run into your enemy during Hashiru 
Haigotori Press Punch or Kick during Tobikoshi 
Moonsault Press Press Punch or do nothing after Dageki 
Missile Kick Press Kick after Dageki 








































































Paradise Hold Press + or > +P after Dageki 
Paradise Hold Hold + or » after Dageki 

Wingless Airplane Press or > + Any Kick after Dageki 
Enzui Lariat Press Punch after Haigotori 

Enzui Drop Kick Press Kick after Haigotori 

Rainbow Suplex Press « of > + Punch offer Hoigotori 
Daydream Headlock Press or > +Kick after Haigotori 





wa. 2 ~ ae ~ ff ‘4 ei 





Offemaive Netes 





R. Mika's Flying Body Press (while jumping forwards + + HP) is your main attack option in wake up situations. Because of its massive attack area that envelops both sides of 
her body, this maneuver can be used as o cross-up attack. The best situation to utilize this move is after hitting your opponent with crouching HK. Following the knockdown, 
immediately jump forward. Perform a Flying Body Press as low to the ground as possible to meet your opponent as they stand up, or don’t do a jump attack and execute a 
HK Daydream Headlock as you land. If the Flying Body Press hits, link the combo of your choice afterwards. If i's blocked, stage a follow up attack consisting of either a LK 


Daydream Headlock or crouching LP x 2. 


Speaking of crouching LP x 2, this happens to be R. Mika's only verifiable attack opening outside of the Flying Body Splash. it chains directly into crouching LK, which can then 
be canceled into 0 Level 2 or 3 Sardine’s Beach Special for damaging combo opportunities. Additionally, it's possible to cancel crouching LK into one of her many special attacks to 
mount follow up guessing games ifthe initial chain is blocked. The following is « chart that illustrates the options available fo you whether or not crouching LP x 2 connects. 





Crouching LP x 2) Crouching LK 















Concel crouching LK into a HP 
Paradise Hold. Use this option ogoinst 
ca defensive opponent who's afraid to 
attack, 







Although often risky because of its tendency to miss, crouching MP works against 
most jumping attacks performed directly on top of you. If it hits normally against 
4 jump, it’s possible to walk under your opponent as they start to fall and attack 
them from the opposite direction. You can dictate which side you end up on, front 
or back, making it very difficult for your opponent to defend against your coming 
attack. Outside of that, your only other 
anti-cit option is an early crouching 
HP canceled into a HK Shooting Peach, 
Although it works against most of your 
‘opponent's options, jump attacks with 
steep downward angles, like Karen's 
jumping LK, beat this move entirely. 








Concel crouching LK into a LP Flying Cancel crouching LX into a LK Shooting 
Peach, This option counters delayed Peach, This counters quicker attempts 
‘attempts to stop what looks like the to stop the Paradise Hold option. 
Paradise Hold. Safe to counter attack Utilize with caution, as i's unsafe when 
when blocked. blocked, 


16M Spediitas 
Bap X:1SM) 


The attack power increase certainly helps improve the damage on Sardine’s Beach 
Special. That, in combination with the Guard Meter damage increase, enables R.Mika 
to easily break her opponent's guard 
and take advantage of it. Unfortunately, 
the loss of her Heavenly Dynamite Super 
Combo may be too much to bear... 



































A. ATS (Recmmented) 


In A-ISM, R.Mika's entire game revolves around her Level 1 Heavenly Dynamite. Cool looking, and easy to execute, R.Mika’s ant-air Variable combo deals a whoppins 
At Level 1, this inspiration to oll things grappling packs enough invulnerability to 80%. This is more than enough comeback power to compensate for the loss of be 
slip through the majority of the normal Heavenly Dynamite Super Combo. The 
attacks your enemy might fling at you. only other negative worth mentioning is 
It even eradicates an eye popping 35% that her Rainbow Sobat isn’t cancelable 
of your foes life bar. The Super Combo in V-ISM. This is hardly a negative that 
lone makes A-ISM R.Mika o reasonable will keep V-Mika from stardom though. 

choice. 





Lowell | Heavenly Dymemfie 


One of R. Mika's biggest assets in A-ISM is her Heavenly Dynamite Super Combo. At a mere Level 1, this powerhouse of a throw deals 35% damage while bolstering enouge 
invulnerability to beat normal attacks, I's also fast, making it impossible to leap away from it if your opponent doesn’t jump before the Super Combo flashes. This forces your 
nervous foe to blindly attempt to jump before the Super Combo is initiated. When anticipated, these jumps can be countered with R. Mika's Wingless Airplane or Counter Hie 
air combos (refer to the last combo in the combo section), making it very risky to attempt to do so. Basic ‘ways to set up a Heavenly Dynamite are after your opponent blocks 
1 Flying Body Press, crouching LP or a point blank range -» + MK. In any of these situations, predict when your opponent may try to jump away and punish the jump wit 
the anti-air of your choice. 


The Weackes of Siamciag HIP 


Standing HP carries an absolutely massive window of advantage after it, This allows you to link a crouching MK or HK behind it when it connects. The same window of advantage 
is sill present if HP is blocked, which can be utilized to set up follow up attacks. The most ‘opportune moment to employ standing HP is after scoring a knockdown with crouching 
HK. Once your enemy has been floored, perform the attack early so that it‘misses just.as your opponent stands up, then immediately do a HK Daydream Headlock or 
Level 1~3 Heavenly Dynamite. When your opponent is afraid of the command throw, time the HP to hit your opponent on wake up the next time you knock them down. The 
subsequent chart illustrates some of the options available to you depending on whether or not standing HP hits. 





a 


Link crouching MK or HK. 








IFit connects: 












Immediately perform a HP Paradise Immediately perform crouching MK. Immediately perform another standing HP 
Hold. Grabs defending opponents that Beats your opponent’ early attempts This option often connects on a Counter Hit 
core scared of your other options. to counter the Paradise Hold option. if your opponent hesitates their attempt to 
counter what they believe to be the Paradise 
Hold. When blocked, it also leads to massive 








Guard Meter damage while allowing you to 
‘stage yet another follow up attack. 











Kara Ganecled Stancing HIP 


Standing HP can be Kara Canceled into a special attack before it even hits. Although 
seemingly useless in regards to other attacks that can be canceled in this manner, 
because standing HP moves forward during is starting animation, canceling it into a 
special attack causes that attack to gain extra range. When it comes to practical uses, 
canceling standing HP into R. Mika's Daydream Headlock increases the throw’s range 
by @ massive amount. This enables you to perform the Daydream Headlock from 
distances where it is normally useless. In order to Kara Cancel standing HP perform 
the sequence «+» +HP 4 + Any Kick button in one smooth motion. This is 
very difficult to master properly, but with practice, the additional range allows you to 
utilize the all-important Daydream Headlock after some of her better attack openings 
{blocked crouching LP x 2 or crouching HP). 











Gans 


ISM Ave 'y_| Command Sequence 

ross up HP, crouching LK => LK Shooting Peach 
Standing HP, then link crouching MK or crouching HK | 
Crouching HP <> HK Shooting Peach | 


Cross up HP, crouching LP x 2.<> crouching LK <> Level 3 Sardine’s 
Beach Special <> Dageki: Mika Lariat => Moonsault Press 


Cross up HP, crouching LP X-ISM chained into crouching HP «=> 
Level 1~3 Sardine’s Beach Special <> Dageki: Mika Lariat <> 
Moonsault Press 


Counter Hit jumping MP (Crouch Cancel landing), jumping HP 
(Crouch Cancel landing), crouching HP <> HK Shooting Peach or 
Level 1~3 Sardine’s Beach Special, Exclude the jumping HP if 
opponent isn’t bounced very high after the first hit. 


#1) Anti-Air 
LP + LK activation, crouching HP <> (MK Shooting Peach x 2 <> HK Shooting Peach) x 


BM. When Super Meter hits 20%, cancel into a whiffed crouching HK <> off-the-ground 
HK Daydream Headlock. 


#2) Corner 


Any activation, initiate a HP Paradise Hold. When you recover, immediately perform 
another HP Paradise Hold to pick your opponent up off of the ground. Repeat until 
Super Meter expires. 
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Deadly Package + or > + Any 2 Kick Buttons —s | 





ISM. 
Availability 











Nome 

Patriot Girdle 
Stinger 

Mekong Delta Air 
Raid 


‘Mekong Delta Escape 


Mekong Delta Attack 


ase eo 


Tick Landing 





High Jump 


Spike Rod 


Steel Rain 





Take No Prisoner 


Mine Sweeper 


Command 


4x + Any Punch (Input command 3 times) 
“+4 + Any ick, then press Punch or Kick 















++ + Any Punch, then press Punch 
4+ + Any Kick, then move by pressing + or 
> + Punch or Kick 


Press LP + MP + HP then press Punch when 
you land 


Just before you land, (+ or +) + LK + MK 
+ HK 


















| Command 
be poe + Any Punch 







tum bree + Any Kick 





dice dee + Any Punch 








Flexible and always mobile, Rolento’s objective changes depending on whether 
not a full Super Meter is available. Without it, your objective is to keep away f& 
your opponent and build Super Meter. When it's available, a Rolento player’ 
should be to pressure his opponent into making mistakes by being aggressive. 













Crouching HK and crouching HP are your main attacks of choice at this distance. Use 
crouching HK to punish whiffed moves or to catch a mobile opponent standing as they 
walk backwards. Crouching HP should be used offensively whenever your oppone= 
is definitely in range for attack. It deals massive Guard Meter damage, so whether ® 
connects or not is of no consequence. 


Throw out an occasional HK Stinger 
when your opponent is on the defensive. 
Rolento recovers just before the knife 
is blocked, so use the advantage you 
have to mount a follow up attack. Walk 
forward and perform an early crouching 
HK, a late throw, or a late standing LP 
(if it connects on a Counter Hit, link 
crouching MK &> HP Patriot Circle). 


_. an a at a," a ae ee 


When you don't have meter: Run away 





High Jump away from your opponent and concentrate on building Super Meter by 
whiffing throws. When your opponent approaches you, perform the Mekong Delta 
Escape then hold + to fly over your unsuspecting foe to the other side of the screen. 
Come out of the jump with a jumping HK to build a little more meter, then continue 
to whiff throws after you land. Repeat this tactic until the desired amount of Super 
Meter is obtained. Be careful of early jump attacks used to counter the Mekong Delta 
Escape as you leave the ground. Anticipate these attempts and bait them by whiffing a 
crouching LP. When they jump, counter their folly with the anti-air of your choice. 
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Gicnsive Neies 


 fetento player should be heavily reliant on using standing LP as a close range 
sesure tool. The tactic simply involves walking forward and repeatedly doing it 
‘seerst c defending opponent. The timing on each walk up LP must be adjusted 
sending on how early you believe your opponent will attack, but if they attempt 
© stock in-between each LP the LP will most likely hit on a Counter Hit. You can 
sy the hit and link crouching MK <> HP Patriot Circle, scoring big damage and 
*‘ockdown, Once your opponent is afraid fo attack, toss in an occasional walk up 
row to get them anxious to attack again, You can even jump forward and go for a 
ees up MK, which may catch your opponent off guard, 








Te beauty of this tactic is that, outside of the basic mix up options, it does so many 
ether things as well. Standing LP does a hefty amount of Guard Meter damage for a 
Sight attack, allowing it to quickly whittle your enemy's Guard Meter to a point where 
‘Sey may start to get nervous. Once your opponent is a little uneasy with the idea of 
‘Sssing their guard, they may go for risky options such as a recovery heavy reversal, 
which can be anticipated and blocked for a free combo. This is also a great way to 
bait « Variable Combo activation, which can then be blocked and Alpha Countered or 
seversed with your own Variable Combo. In cases where your opponent isn’t willing 
te risk performing a reversal, slap them with a quick crouching HP to create a Guard 
Break and pummel your foe with the combo of your choice. 














Although standing MP works fine against frontal jump in attempts, jumping LP should 
be your most used anti-air option. If it connects on a Counter Hit, it’s possible to juggle 
after it with various combos. If jumping LP is performed early during your jump, Crouch 
Cancel your landing recovery into close standing HP => HK Stinger. If jumping LP hits 
during the descent of Rolento’s jump, 
Crouch Cancel your landing recovery and 
juggle with o forward jumping MP, then 
Crouch Cancel your recovery again into 
a crouching HP. Because it’s a jumping 
attack, mix in an occasional air-throw to 
keep your opponent from air blocking 
jumping LP. 


ISM Species 
\, SEEM (Recommend) 


X-ISM Rolento doesn’t have access to normal jumps. Instead, his normal jump is 
always his High Jump. In addition to this strange change, his Spike Rod (+ + MK 
while jumping) doesn’t hop off of the ground like it does in A or V-ISM, This is actually 
incredibly important to X-ISM Rolento 
as the Spike Rod causes him to: drop 
faster then normal after being initiated. 
Enabling him to change the trajectory of 
his jump, the Spike Rod allows him to 
drop down and attack trom any distance 
despite his jumps hurling him across the 
screen at blinding speeds. 


A. ATEN (Gecommened) 


Despite the fact that Rolento’s Mine Sweeper and Steel Rain Super Combos are largely 
ineffective, having access to Alpha Counters are a huge help to his game. Rolento has 
no reversals at his disposal, so a Rolento 
player often has o difficult time keeping 
someone off of him if they manage to 
get close. A-ISM’s Alpha Counter allows 
can effortless break. in an opponent's 
offense and shifts the momentum of the 
match. 


J. WAM (tecommended) 


‘olento isn’t your typical V-ISM character. Although he has a mid-screen Variable 
Combo, many of his V-ISM strengths rely on confusing the opposition with ground 
chains canceled into High Jump mix-up patterns when an enemy is cornered, This is 
fective to some extent, but not quite as threatening as the raw damage VC options 
other characters have. V-ISM Rolento 
has the ability to do jump attacks after 
bouncing off of the ground with his Spike 
Rod (+ + MK while jumping). This ability 
isn’t present in either A or X-ISM. 


































V-ISM’s version of the Spike Rod (While jumping, # or # or x + MK) allows Rolento 
to perform jumping attacks after he bounces off of the ground, This is useful for a 
variety of tricky high/low attacks. For example, hit your opponent with a crouching 
HK from as far away as possible, then High Jump forward to fly over them, When 
you land, perform either an immediate crouching MK <> HP Patriot Circle, or a late 
Spike Rod that bounces towards your opponent. After the bounce, initiate either a late 
jumping HK or let the jump recover completely and immediately do crouching MK «> 
HP Patriot Circle. 


Melnng Delta Eseqpe Thideny 


The Mekong Delta Escape is not just any other mobility option. The ability to. control the distance Rolento flies after he leaps from the wall enables a player to dictate exactly 
where he lands. When employed correctly, i’s possible fo force your opponent to guess whether it’s safe or not to anti-ir Rolento’s jumping attack. The following illustration 
shows how to best use the Mekong Delta Escape depending on how you believe your opponent will react to it, 





‘Afr leaving the wall hold = before 
Rolento reaches your opponent, If done 
correctly, Rolento will drop a sweeps 
distance away from his opponent. Any 
‘ant-cir attempt should whiff in front 

of you, which can be punished with a 
crouching HK or the combo of your choice. 
















‘After leaving the wall, hold = until After leaving the wall, input no 
DN! if your opponent is afraid to anti- Rolento passes aver your opponents directions and simply perform a late 
{air your jump: flight path Perform ajomping MK, your opponent from the front 


which should cross-up, hitting your 
‘pponent from behind. 




















amt Availability | Command Sequence 
Crouching MK => HP Patriot Circle 
Jump in HP. close standing HP <> HP Patriot Circle 


Counter Hit standing LP. linked into crouching MK <> HP Patriot 
Girdle 


richie Gomibas 
#1) Ground 


 ~ \K activation, crouching MK <> HP Patriot Circle <> (standing HK <> High Jump 
© Jemping HK (Crouch Cancel landing)) x A. When corner is reached, change combo 
© Sanding HK <> jumping MP <> (jumping MP (Crouch Cancel landing)) x fl 
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With a blend of interesting Super Combos and strong close-range options, your objective 
when playing Rose is to knock your opponent down. Once they are floored, Rose’s cross-us 
MK and Soul Illusion options come into play. Keep your opponent in check with cross-up Mi 
loops and link into Rose’s wide array of damaging combos to secure a victory. 





How to Accomplish Rose’s Objective 
Option 1: Establish Rose's mid-range offense 





Scoring @ crouching HK is your goal at this distance. Lure out attacks using foot 
games and punish any missed attacks you bait with crouching HK. If your enemy is 
focused on moving around fo evade attacks, walk extremely far into attack range 
‘and perform a crouching HK to catch them standing. Since you can’t simply rely on 
| Name | Command landing a crouching HK, bolster your attack options at mid-range with standing HK. 
eae bHe s+ MK, and crouching MP. Use standing HK toattack from afar and to beat crouching 
Kick attacks. % + MK is also useful af a distance. It’s very fast, making it very difficult 
Sets HOHE to block when performed from maximum range. Finally, crouching MP's incredible 
tee Any Punch recovery makes it difficult to punish and great for building Super Meter (whiff it 
rapidly at a safe distance). If also has a decent amount of priority against low attacks, 
xt MK 0 whiff it purposefully on occasion if you anticipate an attack. 


ISM 
Availability 










doe + Any Kick 









ISM Availability | Name | Command 


‘Aura Soul Spark 


‘Aura Soul Throw tue ty + Any Punch 


Soul! Illusion ee ey + Any Kick 





dee tee + Any Punch 





















Offancive Nefes 
Whenever you land a crouching HK, cross-up MK is your main method of attack. Walk 
Sorward a few steps after recovering from crouching HK, then jump towards your 
‘spponent, Perform jump MK early, before you pass over your enemy’s head to hit 
em from the front. Initiate the cross- 
so MK late, after you pass over your 
enemy's head to hit them from behind. 
H the cross-up MK hits, link crouching 
SP <> HK Soul Spiral. If it doesn’t hit, 
follow up after the blocked attack with 
the close-range options of your choice. 

















peaking of close-range options, a Rose player should get a lot of mileage out of 
Counter Hit setups, which help to confirm hits when she doesn’t have Super Meter 
svailable. One such setup is to simply perform a crouching LP after a blocked cross-up 
WK or against on opponent standing up from a knockdown. 














Mier you recover from the attack, 
initiate either a throw or crouching HP. If 
crouching HP connects on a Counter Hit, 
react to the delayed Hitstun and cancel 
it into a HP Soul Throw. You can replace 
the crouching HP with a crouching LP 
followed by crouching MP, which links if 
the crouching LP connects on a Counter 
Hit. Cancel the crouching MP into a LK 
Soul Spiral if it hits. 


Outside of Counter Hits, Rose's only verifiable combo opening is crouching LP x 2, 
which only connects into Super Combos. In order to safely attack your opponent when 
you don’t have any Super Meter, perform a meaty crouching MP on wake up, timed 
early so that your opponent stands into it very late, IF done correctly, the crouching 
MP should hit late enough to allow you to link another crouching MP after it (which is 
normally not possible), The following diagram shows what actions to take depending 
on whether or not crouching MP x 2 connects. 








Jump forward and perform 2 
«r0ss-yp jumping MK. Initiate 
the jumping MK early to hit 
your opponent from the front 
or late to hit your enemy froee 
behind. Link after the cross-ap 
itt hits with crouching HP => 
AK Soul Spiral, 

























Defencive Neties 





should fit the bill. Is also cancelable into a Level 1 Aura Soul throw. 


[teem on immediate 
cxoeching HK when you recover 
‘Stops your opponent's early 
tempts fo counter the cross 
wp MK yoriotion, Also deals 
snossive Guard Meter damage 
when blocked. 


Crouching HP should be your anti-air option of choice. It can be canceled into o Soul Throw or Level 1 Aura Soul Throw, both of 
which inflict sizable damage for simple 2 hit air combos. In cases where crouching HP doesn’t seem to be cutting it, crouching MP 





Walk up and perform a 
crouching LP followed by a 
crouching HK. If tho crouching 
LP connects on a Counter Hi, 
the crouching HK follow up wil 
ink. Counters your opponent's 
delayed attempls to attack 
after recovery from Blockstun, 


Walk forward and throw your 
opponent. Because of the long 
distance you have to cover, this 
very risky to attempt. Only 
worth going for when you're 
‘enemy is extremely scared of 
your other attack options. 



















Damage increase or not, X-ISM Rose needs a lot of work. She loses access to her Level 
] Soul Throw and Sou! Illusion Super Combos, which are huge assets to her game. The 
only thing she gains out of the deal is the X-ISM chain system, which makes it easier 
for her to deal damage after landing a cross-up MK. 


Access to the Level 1 version of the Soul 
Throw tightens her ani-air options. The 
Soul Illusion, although comparatively 
weak to a Variable Combo, is useful 
because of its multi-level activation 
scheme. Pack that with Alpha Counters, 
airblocking, and the Aura Soul Spark, 
and ASM Rose has everything she 
needs to get by. 


wv VE 


Rose has the Variable Combos she needs to get by. Her only drawback is that her 
anti-air VC is difficult to utilize because of the LP Soul Reflects slow starting speed. If 
the VC isn’t activated late enough, your enemy’s jump attack will simply hit her out 
of the VC... 


@dvanced Tactics 


The Soul Reflect has a variety of uses against projectiles. The LP Reflect al 
projectiles, increasing your Super Meter by a large amount, Absorbing project 
this manner also increases the damage Rose's Soul Spark inflicts by a small amour 
This increase is exponential, increasing further as you absorb more and 
projectiles. This damage increase only affects one Soul Spark, however, 


The MP and HP Soul Reflect bounce projectiles back towards your opponent. T 
Reflect bounces them forwards, while the HP version fires them upwards at a 4 
legree angle. This is incredibly important to keep in mind against projectile orients 
choracters like Ryu and Charlie. In Charlie's case, his entire ground game revolve 
around his LP Sonic Boom, which he walks and jumps behind to safely establis 
is desired position. If you believe he's going to throw a LP Sonic Boom and jt 
hind it, use a HP Soul Reflect to bounce the Sonic Boom upwards and punish 
jump. In cases where he simply wants to walk behind:a LP Sonic Boom, use the MP 
Reflect to bounce it towards him, and then start walking behind it to gain your desires 
position. 











i 3 
Uiizing Soul Mosion Biteciivelhy 
The Soul Illusion’s after images hit after each of Rose's attacks at a much faster 
pace then they did in Alpha 2. Although the extent of the damage and link combo 
possibilities have been lessened, it still has its uses. It still enables you to perform 
link combos that aren't normally possible, while also making it easier to link after 


Rose's cross up MK. The following example shows a unique attack option that revolves 
around the Soul Illusion. 






















Ata mere Level 1, it’s possible to activate this Sou! Illusion in a variety of situations to mount cross-up MK loops. These 
loops are extremely difficult to block, easy to link after, and have a very high chance of dizzying your opponent. 





This tactic is usually initiated off of two situations. The first is finding a moment to hit your opponent with crouching MP 
= Level | Soul Illusion. After the Soul IIlusion’s activation, immediately link a crouching HK afterwards. The second 
situation is to simply punish a missed move with crouching HK. After you recover from the HK, immediately activate 
a level 1 Sou! Illusion. 












Punish a missed move with crouching Walk forwards a step and jump Jump towards your opponent and 
AK then activate a Level 1 Soul Ilusion towards your opponent, Perform either perform another cross-up MK. Perform 
‘or combo crouching MP <> Level 1 Soul ‘on early crossup MK to hit your enemy either on early cross-up MK to hit your 





Musion, linked into crouching HK. from the front, or a late MK to hit them ‘enemy from the front, or a late MK 
from behind. Link after the cross-up to hit them from behind. When the 
MK with crouching LP linked into MK hits, link crouching HP <> HK Soul 


crouching HK. Spiral to dizzy any opponent with a 
Stun Stamina rating of 40 or lower 
(refer to the Alpha 3 Specifics Section). 





sty crouching MP linked into another crouching MP => LK Soul 
Spiral 




















Anti-air crouching HP <> Level 1 Aura Soul Throw 
Cross up MK, crouching MP <> Level 1 Soul Illusion, link crouching 
LK <> Level 2 Aura Soul Spark 


Soul Spiral 








Gemisas 
#1) Anti-Air 
HP + HK activation, LP Soul Reflect <> LK Soul Spiral (misses) <> (+ + HP => LK Soul 


Spiral) x A. When corner is reached, change combo to (+ + HP > LK Soul Reflect 
(misses) x MM End combo with » + HP <> HP Soul Throw. 


#2) Ground 


HP + HK activation, crouching MP <> LK Soul Spiral <> (# + HP <> LK Soul Spiral) x 
BL When corner is reached, change combo to (« + HP <> LK Soul Reflect (misses)) x 
WM. End combo with « + HP > HP Soul Throw. 
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eer noplertiva 


A well-balanced character with few weaknesses, Ryu can be played in a variety of ways. Even stil 
his strongest asset is his mid-range capabilities, which largely revolve around his Hado Ken. Whee 
utilized correctly, the immense pressure Ryu can apply to an opponent on the ground slowly 
pushes an opponent towards a corner. Once cornered, his plethora of corner based Variable 
Combos become available to him. Many of these Variable Combos can eliminate 80% 
of your adversary’s life bar in a single stroke. Because of this, your goal when playing 
Ryu is to corner your opponent. 


Command 


$x> + Any Punch 





Hado no Kamae 


$x> + Select 





Shakunetsu Hado 


24x + Any Punch 








> $x + Any Punch 





Seichu Nidan Tsuki 


+oee +Any Kick (may be performed while 
jumping) 








Sokotsu Wari 





Senpu Kyaku 
















ISM Availability | Name 






jie _[sitiner —_—__ 


Shinku Tatsumaki Senpu Kyaku 


| Command 
$uo drm + Any Punch 






dee tee + Any Kick 








Shin Shoryu Ken 





Metsu Shoryu Ken 










$e $a + Any Kick 
(Level 3 only) 

Connect the Messatsu Shoryu 
Ken from as far away as 
ossible, 














How to Accomplish Ryu’s Objective 
Option 1: Establish Ryu’s mid-range offense 





Stand just outside of your opponent’s maximum attack range. Adjust your position 
fo match theirs when they move around. From this distance, Ryu’s Hado Ken cleanly 
beats most low attacks while also being very difficult jump over on reaction. Anticipate 
when your opponent may try to attack then throw a HP Hadu Ken. Fake Hado Kens by 
whiffing an occasional LP. This may trick your opponent into jumping towards you. If 
they jump, counter it with a late Shoryu Ken. If they don't take the bait, immediately 
throw another HP Hado Ken to push them away from you. Blocked or not, every 
Hado Ken that isn’t jumped over pushes them closer and closer to the corner. Throw 
in the occasional Senpu Kyaku to go over anticipated low attacks and crouching HK to 
punish any missed moves you see. The only thing you need to be cautious of is Super 
and Variable Combos used to punish your Hado Kens. If your opponent has*Super 
Meter, play cautiously and whiff standing LPs to bait a sporadic attempt to counter 
your projectiles, 








SatbSieigg7 
Ofiemaive Netes 


Ryu's close range offensive capabilities revolve around his crouching LK x 2 opening, Crouching LK can be canceled into the majority of his special attacks for a variety of easy 
to perform combos. If crouching LK x 2 is blocked, use the extended Blockstun after the atfack recovers to initiate a secondary attack. The following illustrates what options to 
toke depending on whether or not crouching LK x 2 connects. 











jak up and Punch throw your {Walk up crouching LK (Counter crouching MK<> HP Hado Ken.) ( Senpu Kyaku. 
nent, Hit), link crouching MK <> HP ¥ I ¥ 











pe Hado Ken or Level 3 Shinku 
P| Hodo Ken. 
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X-ISM’s high damage output gives Ryu a huge damage boost, making every anti-air 
Shoryu Ken you land deal a whopping 20%. The X-ISM chain system even gives Ryu 

a small boost in combo potential. However, the loss of the Senpu Kyaku hurts his 
mid-range capabilities. 


Both crouching HP ond standing HK work well as anti-air maneuvers. Crouching HP is 
better suited for closer jump attempts, while standing HK is more useful against jumps 
from further away. If you have the dexterity to do it, crouching HP can also be canceled 
intoa LP Shoryu Ken for a 2 hit air combo. In tighter situations where there’s not enough 
ime to execute a normal attack, the Shoryu Ken is your main defensive maneuver. It 
‘works well as anti-cir (If done late) and as a reversal on wake up. 





‘Ata mere Level 1, the Shinku Tatsumaki Senpu Kyaku is almost the perfect reversal. 
It has a long enough invulnerability window to beat most attacks while also being 
completely safe to punishment when blocked. At Level 3 this attack can even be 
juggled after near corners for extra damage, 


Although Ryu doesn’t have a consistent Variable Combo mid-screen, his confusion VC, 
topped with his several corner only VC's, more than make up for the loss. His corner 
VCs alone can demolish 60-80% of your opponent's life bar in a single combo. 


Ryu's + + MK command attack is a highly versatile poke. It flies over low attacks 
while moving you forward. The recovery of this attack can also be canceled into 
special attack. This enables you to combo a Shoryu Ken after it if the Senpy Kyaku 
happens to hit. Additionally, although the Senpu Kyaku leaves you ata very slight 
disadvantage when blocked, the ability to cancel the recovery makes it risky for your 
opponent to use the disadvantage to stage a counter attack, Because of the risk, your 
opponent won't be willing to attack after the Senpu Kyaku often, allowing you to 
occasionally go for a throw or a Counter Hit combo afterwards. This makes the Senpu 
Kyaku.a valuable tool when applying pressure to your opponent at mid-range, 


Tetomelid Sempw [yalan Melbiiltiy 


You can use the jumping version of his Tatsumaki Senpu Kyaku (#e« + 4 
propel Ryu across the screen forwards or backwards. This is useful for quick r= 
or effortlessly escaping corners when your opponent is closing in on you. The co 
to perform the Tatsumaki Senpu Kyaku the absolute second you leave the groune 
jump is different depending on the direction you want to travel, To fly forward, pe 
the command ++ » + HK. To fly backwards, input #4¢+ + HK. In either: 
command must be performed quickly and smoothly for the aerial Tatsumaki fo & 
properly. 


yw Gomftectiom VE 


Mid-screen, activate a Variable Combo directly next to your opponent with MP 
MK, then combo crouching MK <> crouching HK <> LP Hado Ken (misses) ¢> » = 
MK (misses). After the Senpu Kyaku whiffs, your Variable Combo shadow eventually 
throws a LP Hado Ken. The projectile meets your opponent just as they start to stand 
up, making it difficult for your opponent fo attempt a reversal or distinguish what sort 
of offensive actions you're making. You have several options at your disposal once 
you recover from the Senpu Kyaku. The follow illustration shows the options available 
to you. If any of these options hit, link into another crouching MK <> HK <> LP Hade 
Ken to restart the confusion trap. 








DY sume forvard, do ntting then do ‘Afr he fist Senpu Kyoku recovers, 
crouching MK => crouching HK > LP. 9) 9) perform another Senpu Kyaku, This 
Hado Ken. Connects when opponent is causes your enemy's control scheme to 
ofraid of the jumping options, |] reverse just as the Hado Ken hits them 











Ryu’s ground-based corner VC (#1 in the Variable Combo section) can transition Command Sequence 

directly into a Crouch Cancel infinite combo. This only works on the 1* player side. Cross up MK, crouching LK x 2~3 <> LP Shokunetsu Had Ken or |" 

To do so, perform the VC until your super meter drains to 30% or lower, then when KA Level 1~3 Shinku Hado Ken. 

the Senpu Kyaku segment comes up, Kara-Cancel it before it hits into a HK Tatsumaki | WAL Jump in HP crouching MP <> HK Tatsumaki Senpu Kyaku. 

Senpu Kyaku. Immediately after the Tatsumaki recovers, jump forward and perform | w Crouching LK X-ISM chained info crouching HP => MP Shakunetsu ea 


Hado Ken or Shinku Hado Ken. 


ray Counter Hit crouching LK, link crouching MK <> HP Hado Ken or 
Level 3 Shinku Hado Ken. 


jumping MP (Crouch Cancel landing) until your opponent becomes dizzied. 






















While opponent is cornered, jump in HP crouching HP <> Level 
a 3 Shinku Tatsumaki Senpu Kyaku, juggle with an immediate 
crouching MP <> HK Tatsumoki Senpu Kyaku. 











Gomilbas 
#1) Corner ] 
LP + LK activation, (HP Hado Ken ¢> standing HP x 2<> HP Hado Ken <> =» + MK) x i 
#2) Corner - | 
LP + LK activation, HP Shoryu Ken (standing HP <> HP Hado Ken) x A. | 
#3) Guard Crush f 


Any activation, (HP Hado Ken <> » + MK) x ML Shift into corner Variable Combo #1 
or #2 after Guard Crush, 














Sagat:s|Objactive) 


Your objective when playing Sagat is to lure your opponent to jump towards you. His lors 

reaching limbs allow him to attack from a distance that's difficult for many characters 

to handle. When played correctly, your enemy's options for dealing with his attacks 

become limited to jumping and Variable Combos. Anticipate these jump attem 

and punish them with a Super Combo, Tiger Blow, or a round-winning Variable 
Combo! 








How to Accomplish Sagat’s Objective 
Option 1: Establish Sagat’s mid-range offense 





In order to lure your opponent to jump towards you, position yourself just outside of 
your opponent's maximum attack range and apply pressure using Ground Tiger Shots 

standing MK, and crouching HP. In regards to Tiger Shots, use them with extreme 
caution. Only throw them when you anticipate an attack from your opponent. If there's 
‘any chance they will try to jump, whiff o crouching LP instead and look for the jump: 

Standing MK misses against some characters, but against the ones it doesn’t (Sagat 

Zongief, Sodom, Birdie, Dhalsim), it’s « highly valuable tool that allows you to attack 
from a distance that's difficult for your opponent to breach. If your nervous foe ever 
Tiger Shot 45> + Any Punch leaves a gap in his offense that allows you to walk in a little closer, proceed forward 
Ground Tiger Shot | ¢-» + Any Kick ‘and attack with crouching HP It inflicts massive damage/Guard Meter damage while 
earn ani also leaving Sagat at a slight advantage when blocked. Follow it up with a HK Ground 
Tiger Shot or whiff a crouching LP and look for a jump attempt. 











ISM 


Availability soo 



















Tiger Blow > +x + Any Punch 
ou 4 Any Mick (Ws + Any Kick in 




















Tiger Crush, XM) 

| Fake Kick. Press MK twice quickly 
y | Name | Command 
Tiger Cannon $x > + Any Punch 
[Tiger Raid [sues bem + Any Kick 

















[Tiger Genocide toc 4 Any Kick 
| Angry Charge tu + Select 








rarer a PS 


OOO, 









doesn’t normally have a single safe or verifiable combo. In order to effectively 
‘eet his Super Combos, « Sagat player needs to use Counter Hits to perform links that 
‘s=2't normally possible, One basic Counter Hit setup consists of a blocked crouching 
SF eerformed as your opponent is standing up. Follow up after you recover with a 
Seow or another crouching LK. If crouching LK connects on a Counter Hit, it’s possible 
se fok crouching MP afterwards and cancel it into the Super Combo of your choice. Use 
‘Se Counter Hit notification to confirm that the crouching LK connects on a Counter Hit 
Sefore canceling crouching MP. This avoids needlessly wasting Super Meter if it doesn’t 
sctually connect. 





Defiemeive Nefes 


Sagat’s Tiger Blow and Tiger Uppercut are useful as reversals on wake up. They also 
have enough range to catch anticipated normal attacks from middle to long-range 
(useful against Dhalsim), When it comes to anti-air options, standing HK works 
against frontal jump in attempts. In many cases it has to be performed a little early to 
compensate for the semi-heavy starting animation. Alternatively, in V-ISM it’s possible 
fo juggle with Sagat’ close standing HP (* + HP) and cancel it into a HP Tiger 
Blow for a damaging anti-jump attack air combo, Finally, o Level 3 Tiger Cannon 
also bolsters enough invulnerability to work as anti-air. In A-ISM this is Sagat’s most 
damaging anti-air option, so keep it in mind. 








ISM Spediiies 
4 2M 


The damage increase gives Sagat’ standing HP => Tiger Uppercut combo a terrifying 
damage boost. However, Sagat doesn’t have chainable Light attacks that make use 
of the X-ISM chain system. His Tiger Genocide Super Combo is also difficult to safely 
cancel into; making it largely useless outside of Counter Hit set-ups and any situation 
that isn’t a direct opening. 





Sagat’s Level 1~3 Tiger Raid is the best Super Combo to cancel into off of any Counter \ 
Hit scored at close range. It inflicts serious damage and has enough range to combo 

into it from a distance. Additionally, his Tiger Cannon Super Combo works asan anti- 
ir maneuver at Level 3. The damage output from this attack isn’t ideal, however. 





\. WARM esommente) 


Since Sagat lacks flexible attack options that allow him to easily link into his Super 
Combos, their uses are usually limited to direct openings and anti-air. Since his anti- 
cir Variable Combo deals over double the amount of damage that his Level 3 Tiger 
Cannon inflicts, picking A-ISM over V-ISM is almost pointless. 















Gta 
Tiger Gudh Your Way to Big Deals and Savings) 


Normally it’s somewhat difficult for a Sagat player to close the distance on an opponent if a crouching HK is landed. To compensate for this problem, perform a HK Tiger Crust 
immediately after you recover from crouching HK to quickly move into close range. After you recover from the leaping knee, you have plenty of time to safely set up any throw 
or meaty attack option you desire. Additionally, it’s also possible to jump forward and go for a cross-up LK, which is usually difficult to set up properly because of Sagat's pose 
jumping distance. The following diagram illustrates how to best use cross-up LK depending on if it hits or not. 











Perform a crouching LK followed by 
«crouching MK when you land. IF 
crouching LK connects on a Counter Hit 
the following crouching MK will link, 
Cancel the crouching MK into a LK Tiger 
Shot if it hits. 


Initiate @ Punch or Kick throw when Jump forward and go for another 
you land, Works when your opponent is cross-up LK. This may punish recovery 
afraid of your other attack options. heavy attempls fo aitack you after 
Jonding from the first cross-up LK. It's: 
also difficult to block in general. 












W Availability | Command Sequence 


WL —_[ Crouching MP LK Ground Tiger Shot 
WW ——_[ Close standing HP &> HP Tiger Blow or Tiger Cush 
— @«=CtCsdi| Cross up LK, close standing MP > HP Tiger Blow or Tiger Crush ; 


Counter Hit crouching LK, linked into crouching MK ¢> HK Ground 
Tiger Shot 

az Jump in HK, standing HP <> Level 1~3 Tiger Raid 

WS ——_—_[ bumpin HK, standing HPc> Level 1~3 Tiger Genocide 


Counter Hit (ee MP (Crouch Cancel landing), semi-late 
jumping MP (Crouch Cancel landing), crouching HP 


rictalls 
21) Anti-Air 
activation, LP Tiger Blow <> (standing HP <> HK Tiger Crush «> standing HP 


© LX Tiger Crush) x ML When corner is reached, change combo to (standing 
PP > HK Ground Tiger Shot) x A. 






















ISM 
Availability wee 


Command 


+%-> + Any Punch, press Punch again up to 2 
‘more times to increase size 









> 4% + Any Punch 








Sakura Otoshi 


> +% + Any Kick, then press Punch up to 3 
times 


Stic Chace 


Sakura’s objective is to establish close range. The deadly combination of hee 

damaging combos, cross-up MK, and setup-oriented Punch throw, give a Sakura 
player the opportunity to score several mix up opportunities in succession on @ 
successful knockdown. Very few characters can keep an opponent guessing 
like Sakura can. 









Shunpu Kyaku 


+ +Any Kick (may be performed in air) 














Haru Ichiban 





ISM Availability | Name Command 
Shinku Hado Ken $e x + Any Punch 


tee tee + Any Kick 
















Midare Zakura 


$e de + Any Kick 














How to Accomplish Sakura’s Objective 


Option 1: Establish Sakura’s mid-range offense 


In regards to attacking, standing MK and + + HP <> Hado Ken (V-ISM only) ore 
your main pokes. Against Sagat, Zangief, Sodom, and Birdie, replace standing Mk 
with standing HK. Stand just inside mid-range and slowly push towards your opponent 
with the aforementioned attacks to pressure them. + + HP-is practically for free 
if your opponent isn’t sifting on a Super Combo, so abuse it to work their Guard 
Meter. If you anticipate your opponent may attack, walk backwards fo evade their 
attack. If you see an attack whiff in 
front of you, punish it with crouching 
HK then proceed into close-range. If 
your constant pressure manages to work 
your opponent's Guard Meter down 
fo nothing, look for the opportunity to 
break it and score a combo. 


Option 2: Jump over one your opponent's attacks 





Anticipate a ground attack and jump over it. If you guess correctly and your opponent 
does an attack, come out of the jump with an attack and link a combo afterwards 
to score your knockdown. If they don’t do an attack, and can’t counter your jump 
(because they weren't looking for it), come out of the jump with a late jumping HK. 
After you land, use the advantage to go for any basic throw or combo mix up. 








- 
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_ -Oftimeive Nefies 
Gouching LK x 2 is Sokura’s main attack opening, It leads into all of her basic combos. Crouching LK itself has advantage after it if it’s blocked, so if crouching LK x 2 is 
“efended, stage a secondary attack. The following exemplifies what options to take depending on whether or not crouching LK x 2 connects. 

















\ 
Wolk up crouching IK => Jump forward ond go for 0 


Close standing HP or + + HP 
standing LK => HP Sho'o Ken, WM. cross-up MK. 


(ISM) => HP Hado Ken. 


| 





Walk up and Punch throw your | 
‘opponent. 





Wifi blocked: 


Defiemeiive Nefas ISM Specifies 


Crouching HP works well as an all purpose ont-cir attack. When it connects, irs 
possible to cancel it into a LP Sho'o Ken for a 2 hit combo. An early jumping MP is also 
effective as an anti-oir maneuver. If it connects on a Counter Hit, cancel your jump 
recovery into crouching HP <> LP Sho'o Ken for a damaging air combo. Jumping 
MP can be air blocked, so mix up with the occasional jumping throw to keep your 
opponent from air guarding jumping MP. 


The increased damage output works well with Sakura’s aggressive nature. Additionally, 
X-ISM chains give Sakura a slightly modified version of her main combo that deals. . 
extra damage (crouching LK x 2 X-ISM chained into standing HP «> HP Sho'o Ken). 








Sokura’s many Super Combos can be used for a variety of defensive and offensive 
options, Her Level 1~3 Shinku Hado Ken for instance acts as a shield against jumping 


attacks. The Haru Ichiban carries enough 
invulnerability at Level 1 to be useful 
as a completely safe reversal. Finally, 
her Midare Zakura combos easily off of 
crouching LK x 2<> standing LK, which is 
Sakura’s strongest attack opening, 


J. WAM esommenced)) 


Despite their many uses, Sakura’s Super Combos don’t hold a candle to her Variable 
Combos. Her. basic anti-air Variable Combo is easy to perform and deals over 50% 












damage fo your opponent. Additionally 
the ability to do her hammer punee 
attack on command in V-ISM (+ + BPE 
gives you an additional high priority 
poke to use at mid-range. V-ISM Sakure 
is the clear choice when it comes to ploy 


modes. 












(idvanced) Tactics) 
Ambiguous Gross-up MK Leaps 


Sakura’s jumping MK can be initiated at different points during a jump to cause it to hit the front or back of your opponent. This is performed by doing MK early during the 
jump to get it to hit from the front, or later during the jump for it to hit from behind. This forces your opponent to make a blind guess every time you go for a cross-up. To add 
further confusion to the mix, some setups allow you to perform an “empty” jump, which includes jumping forward and not doing a jump attack, then landing and going for an 
immediate crouching LK combo, This effectively tricks your. opponent into blocking high for what they think is a jump attack. 


The situations where it’s possible to set up a cross-up MK are very specific. The first is after landing Sakura’s HP Sho’o Ken. I's possible for your opponent to perform a recovery rol 
after being hit by this attack, so scare your opponent into straying away from the idea by punishing ita few times. The second opportunity is after landing Sakura’s Punch throw, 
Which sets up a cross-up attempt perfectly. In both situations, simply initiate a forward jump a second before your opponent starts to stand up to set up the cross-up. 


Counter hit + HP 


{In V-ISM, Sakura’s close standing HP can be performed with the command « + HP. At specific distances where it's difficult to attack your opponent with anything substantial, «. + HP 
is a safe option to utilize when canceled into Sakura’s HP Hado Ken. Moreover, if this atfack connects on a Counter Hit, i's possible to verify the hit and expand the HP Hado Ken into 
its 3° size (+x > + HP HP HP), which will uggle your opponent after + + HP knocks them into the air. There are specific situations and setups where « + HP connects on a Counter 
Hit often. The following section illustrates an example set up where + HP may connect on a Counter Hit. 


Blocked «+ MP. 











— : 


A ote walk up throw Wolk up crouching LK => standing LK 
> HP Sho'o Ken, 








Vericblle Gemibo Adviza Gonos 


* you manage to make your opponent block Sakura’s Guard Break Variable Combo, 
sepeat the sequence until your opponent loses 90-95% of their Guard Meter. When you 
seach that point, stop the sequence and cancel into Sakura’s Flower Kick (-» + MK). Since 
‘most players are expecting you to simply break their guard, the Flower Kick overhead 
say catch your opponent off guard as they are blocking low. If it does hit, cancel + + 
MK, into a LP Sho'o Ken and continue into Sakuro’s anti-air Variable Combo (see Variable 
Combo section). Since you left their Guard Meter so close to breaking before you landed 
‘he overhead combo, your opponent is ripe for the picking for a wake up Guard Break 
pattern once they recover from the combo, 
Thisleaves you at a much bigger advantage 
then if you were to simply break your 
opponent's guard with the Variable Combo, 
scoring the damage you wanted in the first 
lace while leaving your opponent highly 
vulnerable to another attack. 









ISM Availability | Command Sequence 


¥ Cross-up MK, crouching LK x 2 <> standing LK => HP Sho'o Ken or 
Level 3 Midare Zokura 
KAW Anti-air crouching HP => LP Sho'o Ken 


Counter Hit + + MK, link crouching LK «> standing LK => HP 
Shov'ov Ken 


Cross-up MK, crouching LK x 2 X-ISM chained into close standing 
HP > HP Sho'o Ken 


Counter Hit + + HP <> HP Hado Ken (3° size) 


Gemisas 

#1) Ground & Anti-Air 

Any activation, LP Sho'o Ken «> (« + HP > LK Shunpu Kyaku <> + + HP <> MK 
Shunpu Kyaku) x Al. When corner is reached, change combo to (standing HP <> HP 


Hado Ken (misses)) x AML Just before you run out of super meter, end the combo with 
standing HP <> HK Sakura Otoshi (3 hits). 


#2) Guard Break 


Any activation, (# + HP <> LK Shunpu Kyaku) x il After the guard break, continue 
into Variable Combo #1. 
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Sothnischfasie 


Your objective with Sodom is to corner your opponent as soon as possible 

Once cornered, your heightened ability to control your opponent's movements 
should-allow you to score damage and whittle away at their Guard Meter. Once 
their Guard Meter is low, Sodom’s damaging Daikyo Burning combos become 
threat. Your opponent may panic and try to jump out of the corner once their guaré 
is lost. Use those moments of panic to score anti-air damage and knock your 
opponent back into the corner. 





How to Accomplish Sodom’s Objective 





Option 1: Establish Sodom’s mid-range offense 





Push your opponent to a corner through zoning and foot games. Sodom's + + HP 
(V-ISM only), crouching MP. and crouching HK are the main options at this distance, Use 
both « + HP and crouching MP to preemptively stop jump attempts at this distance. 


ISM 
Availability | Name | Command 
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ISM Availability | Name 


| Command 


Heid No Miyage da 4 4 Any Punch 





Ten Chu Satsu Rotate 720 + Any Punch 











Bid Jigoku Scrape $x> + Any Punch Use crouching HK to punish any missed moves you lure out. It’s a fairly safe poke 
WAM Butsumetsu Buster | Rotate 360 + Any Punch when done from as far away as possible, so abuse it when you're at that distance. 
Hadad Daikyo Burning Rotate 360 + Any Kick Sodom’s LP and MP Jigoku Scrapes can be used as pokes as well. From maximum 
wu Shiraha Catch = + Any Kick range they are mostly safe to counter attack. Use the LP version to attack from afor 
Kad Yagura Reverse #40 + Any Kick and the MP version fo catch oxpected jumps as they leave the ground. Jump straight 
nny Katen Okiagar SEVEN DRT eNO up occasionally in anticipation of jumps and ground attacks. It your opponent jumps 
= = ~ towards you as you leave the ground, do an immediate jumping HK to catch their 
Mid Toigualkng Sosa efi Kick eves only) jump. If they miss an atfack directly under you, come out of the jump with the combo 
Mid Tengu Walking While getting up, +x» + Any Kick of your choice. In cases where neither J 


was done, do a late jumping MK on the 
way down. Set up a Butsumetsu Buster 
or a Counter Hit combo if they block the 
attack, Using these tactics, pressure your 
opponent until they weaken and allow 
you to slowly to push them towards the 
edge of the screen. 








Option 2: Hit your opponent with a Daikyo Burning 


This is the hardest option to utilize. In most cases, this requires you to predict and 
jump over one of your opponent’s moves. If you guess correctly and they attack, 
come out of the jump with HP, crouching 
HP <> HK Daikyo Burning. Landing this 
combo eliminates almost 50% of your 
‘opponent's life bar and instantly drags 
your helpless foe to a corner. 





——=———.- 
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Offemeive Neies 


Sodom’s Butsumetsu Buster is easily one of the better command throws in Street 
Fighter Alpha 3. Although its initial start up is slow, the grab range on this attack is 
absolutely huge. It allows you to snatch your opponent from unexpected distances, 
Additionally, the slow start up time enables the Butsumetsu Buster to be canceled into 
from Light or Medium attacks, in which case it grabs your opponent just as they leave 
Blockstun. Because of these positives, the Bulsumetsu Buster becomes an integral part 
of Sodom’s close range offense, 


Another important part of his close range capabilities is his jumping LK. This attack can 
be used as a cross-up, which is mostly applicable after knocking your opponent down 
with crouching HK. Although it’s difficult to link an attack after it, it still has significant 
use to Sodom because of his lack of verifiable ground combos. To use it effectively, hit 
your opponent with a crouching HK, then jump forward just after your opponent hits 
the floor. Perform an extremely late jumping LK and immediately link close standing 
MP (+ + MP in V-ism) after you land. If the jumping LK connected, cancel the close 
standing MP into a HP Jigoku Scrape for a 3 hit combo. In cases where your opponent 
happens to block the jumping LK, don’t cancel the close standing MP into the Jigoku 
Scrape. Close standing MP recovers before your opponent leaves Blockstun, so use the 
advantage to stage a secondary attack. Good options in this situation include walking 
forward and throwing your opponent, or walking forward and going for a Counter Hit 
crouching LP (refer to Advanced Tactics). 
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Defencive Notes 


Jumping HK works perfectly as an anti-air attack. If it connects on a Counter F® is 
possible to Crouch Cancel your jump recovery and juggle with a forward jumping a 
throw. Near corners, Crouch Cancel the recovery into a forward jumping HP the 
land and cancel your jump recovery into 
crouching HP «> MP Jigoku Scrape for a 
damaging 4 hit combo, Take caution and 
mix in an occasional air throw when using 
jumping HK to your opponent from air 
guarding it. If you're uneasy about the 
idea, stick with a standalone crouching 
HP to meet your anti-air needs. 


ISM Specifies 
K 

X-ISM Sodom’s carries a Katana, which slightly increases the range of some of his 
attacks. Crouching MP specifically even gets a small boost in speed. Unfortunately, 
outside of a Counter Hit set up, Sodom 
doesn’t have a verifiable way to combo 
into his Meido no Miyage. Since this limits 
his ability to effectively land that Super 
Combo, X-ISM Sodom has a difficult time 
scoring big comebacks. 





Sodom’s Ten Chu Satsu Super Combo can be used to pass through and beat a variety of 
ground attacks, Unfortunately, the starting animation on this throw is incredibly slow, 
making it possible for your opponent 
to jump away from it on reaction to 
the super screen. Lacking anything else 
worth noting, A-ISM Sodom is regrettably 
a weak choice in terms of ISM choices. 


WV. (AEM (Recommeanckd) 


‘As a character wielding some of the most effective (and easy to execute) Variable 
Combos isin Alpha 3, V-ISM Sodom is an excellent choice. The VC allows him to easily 
toke advantage of any openings his 
‘opponent gives him. The threat of the VC 


attacks, giving him the ability to control 


his enemy’s position in and push them 
towards a corner. 


rT™ Wa 








hae) 





helps Sodom’s problem against jumping. 


h255 


(advanced) Tactics) 
Counter Ht Growdhing LP 


you to perform link attacks you normally can’t, which then gives you an extra hit to visibly see before you cancel into a Jigoku Scrape. The Counter Hit combo in question = 
crouching LP linked into standing MK (X and A-ISM) or + + MP (V-ISM) <> LP or HP-Jigoku Scrape. When used in combination with the threat of Butsumetsu Buster, Sodom 
ability to land this Counter Hit combo is high. The following section illustrates various ways to land a Counter Hit crouching LP. 


opponent. 


Cancel crouching LP into 0 HE ‘Afr crouching LP recovers, wok 
— Busumetsu Buster forward and Punch throw your 


Blocked |Close)Standing/MK¢ 


Perform an early standing MK to meet Perform an early standing MK to meet 
‘your opponent as they get up from a your opponent as they get up from 
knockdown, then cancel it into a HP a knockdown, After it recovers, doa 
Butsumetsu Buster. second standing MK canceled into a LP 

Jigoku Scrape. 








After crouching LP recovers, perform 
‘on additional crouching LP If it 
connects an a Counter Hit, link + MP. 
> LP or HP Jigoku Scrape, 


Perform an early standing MK as your 
‘enemy is getting up, then walk yp and 
perform a crouching LP.If it connects 
on a Counter Hit, link » + MPct> LP or 
HP Jigoku Scrape. 





In regards to combos, Sodom is heavily reliant on Counter Hits at close range. He lacks a verifiable combo that's safe fo counter attack at this distance. Counter Hit set ups a 
. 











ISM Availability | Command Sequence 








Bil Jump in HP crouching HP => HK Daikyo Burning 
Baw Standing MP <> LP MP. or HP Jigoku Scrape 
naw ross up LK, close standing MP => HP Jigoku Scrape or HK Daikyo 


Burning 

















wh Crouching HP => Level 3 Meido No Miyage 
Near corner, Counter Hit jumping HP (Crouch Cancel landing), 
Bb semi-late jumping HP (Crouch Cancel landing), crouching HP => 


HK Daikyo Burning 


Verichle Gombbos 
#1) Ground 


MP + MK activation, Standing MP => HP Jigoku Scrape => (standing HK «> LP Jigoku 
Scrape (misses)) xiMl. When corner is reached, juggle with standing HK <> HP Jigoku 
Scrape x 2 <> crouching HP <> LP Jigoku Scrape «> (standing HK «> LP Jigoku Scrape 
{misses)) x AM. Just before meters runs out, end VC with standing HK <> HK Daikyo 
Burning. 


#2) Guard Break 
HP + HK activation, Standing MP <> (HP Jigoku Scrape <> / 


crouching HP) xill After breaking your opponent's guard, 
proceed into Variable Combo #1. 


































The Spanish ninja is the master of mid-range combat. His speedy jump and unrivaled norma! 
attacks give him an edge during foot games that few characters can match. Your objective whew 
playing Vega is to control your opponent's movements using his ground game and force your 

opponent to jump towards you. 





How to Accomplish Vega’s Objective 
Option 1: Establish Vega's mid-range offense 





Vega has the fastest walking speed in Street Fighter Alpha 3. I’s very difficult for 
your opponent to accurately track your position if you rapidly walk in and out of your 
opponent’s maximum attack range. This causes them to often misjudge your position 
and accidentally miss attacks in an attempt to hit'you. If this happens, punish the 
missed attack with crouching HK. Outside of his walking speed, crouching MP is your 
main attack at this distance. It brandishes incredible range and recovery, making it 
very difficult to counter. Use if periodically whenever you walk into attack range to 
pick at a challenger’s life bar and Guard Meter. Crouching MK is also useful when you 
Rolling Crystal Fash _| Charge +, > + Any Punch see an opening to walk into attack range. If it connects on a Counter Hit it’s possible 
Scarlet Terror Charge #, » + Any Kick to link crouching MP after it. Standing MK is useful for countering sliding attacks, like 
Sky High Claw Charge 4, % or # + Any Punch Dhalsim, Guy, Sodom, and Rolento’s crouching HK. 















Charge +, sor 4 +LK + MK + HK (only works 
on Vega's stage) 


LP+ MP+ HP 
K+ MK +HK 
> + HK 
Jump against a wall, then press -> 

Charge +, » or 4 + Any Kick, then press + or 
+ lo move. Press Punch to attack. 
During Flying Barcelona Attack, + or -» + Any 
Punch when near your opponent, 


Kabe Hori Tsuki 


Backslash 
Short Backslash 
Cosmic Smart 
Sankaku Tobi 













































Charge sem or # + Any Kick, 
























wh Rolling Barcelona Attack | then press + or + to move. Press 
Punch to attack, 

. Felt pele Charge # wwe or 7 + LK + MK + 

Kh | Har Tsuki Roling HK (only works on Vega's stage) 
During Rolling Barcelona Attack, + 

Mob Rolling Izuna Drop or + + Any Punch when near your 
opponent. 

a Scarlet Mirage Charge + ++ + + Any Kick 















Red Impact 


Charge «> > + Any Punch 
(Level 3 only) 
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Offensive Neiies 


Yega is heavily reliant on Counter Hits to deal damage at close range. In most 
tuations you won't have the opportunity to store a charge for a Rolling Crystal 
Flash before attacking, so he can’t use it in combos. One basic Counter Hit setup is 
% perform an early crouching LK against your opponent as they stand up. After you 
secover from the LK, perform either a Punch throw or crouching MK. If crouching MK 
connects on a Counter Hit, link another crouching MK afterwards. Walk forward a step 
efter the second crouching MK and perform crouching MP to work your opponent's 
Guard Meter. 





Vega’s defense, outside of Variable Combos, is poor. In most cases you have to rely 
on standing LP or an early jumping MK or jumping HP to deal with jumping attacks. 
However, although sometimes risky, an early jumping Kick throw works very well as 
an anti-air attack. Because of Vega’s amazing jump speed, this can be done fairly 
close fo the ground. In regards fo his Super Combos, Vega’s Level 2~3 Scarlet Terror 
can be used as a reversal on wake up. It works as anti-air as well, but it misses one 
too many hits in that situation, causing it to deal pitiful damage. 





(GM Specifies 
i EM 


The Rolling Barcelona Attack is useless to Vega unfortunately, and since its the only Super 
Combo available to him in X-ISM, he has no alternate way of making a big comeback. 
Vega also doesn’t gain much from the damage increase, nor does he have chainable 
Light attacks that make use of the X-ISM chain system. Avoid X-ISM at all costs. 





Vega’s Super Combos do have same use te him, but they all tend to have overbearing 
weaknesses that make them lackluster. The Scarlet Mirage is usable as anti-air at 
Level 2 or 3; however, it deals terrible damage against jumping opponents. The Red 
Impact Super Combo deals a respectable 40% damage when it connects. It’s possible 
fo cancel into it off of his crouching LK or MK for a 3 hit combo. Unfortunately, this 
attack misses against most crouching characters. This, combined with the charge time, 
makes it difficult to land against a smart adversary. 





Despite missing some of the Variable Combo options that other characters have, V-ISM 
Vega is the key to success. The one worthwhile Variable Combo available to him is his 
canti-air VC, which is exactly what Vega needs cover his weak defense. He even has 
access fo. secondary anti-air VC that’s 
based on Crouch Cancels. It starts off of 
a Counter Hit jumping attack, leads to a 
VC, then shifts into Vega’s Crouch Cancel 
infinite combo (a combo that never ends). 
This is highly advantageous because of 
his amazing jump speed that makes it 
easy to score aerial Counter Hits. 
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Gressup Flying Bereclona Aiad 


With the ability to control the flight path of the Flying Barcelona Attack, it’s possible 
to attack your opponent from either side of their body. For example, knock your 
opponent down with crouching HK, then perform a Flying Barcelona Attack off of 
the closest wall. After he bounces off of the wall, steer Vega towards the backside of 
your enemy then press Punch to slash them in the back. The next time you bounce 
off of the wall, move him towards the front of your opponent, then press Punch. You 
con add a little more flavor to this by occasionally getting close enough to perform 
an Izuna Drop. In cases where you opponent is savvy enough to anti-air the attempt 
all together, occasionally move Vega away from your enemy altogether to avoid anti- 
cir maneuvers. Once the attack misses, punish its recovery when you land with a 
crouching HK. 





x ANS 
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In cases where you need to build Super Meter before you can effectively attack, a= 
Vega’s Flying Barcelona Attack to run away from your opponent. This is done & 
waiting in a corner for your opponent to approach you. Once they get close, perform 
the Flying Barcelona Attack towards the opposite wall to safely escape out of t= 
corner while building Super Meter. Keep in mind that your enemy can time a jump 
attack to catch Vega before he bounces off of a wall. Vary the timing of this technique 
and anticipate these attempts. 
















ISM Availability | Command Sequence 
Jump in HK, crouching LK => HP Rolling Crystal Flash 


When opponent is cornered, Jump in HK, crouching MK <> HP. 
Rolling Crystal Flash 


Counter Hit crouching MK linked into crouching MP 
Jump in HK, crouching MK ¢> Red Impact 


iw Against a standing character, crouching LK or MK linked into 
standing LK <> Red Impact 























Gonibes 
#1) Anti-Air 


HP + HK activation, standing LP <> HK Scarlet Terror «> standing HK <> (LP Rolling 
Crystal Flash (misses) <> standing HP) x iM When corner is reached, change combo to 
{standing HP «> standing HK <> Short Backslash) x A 


#2) Ground 


HP + HK activation, crouching LK <> HK Scarlet Terror «> standing HP => 
{LP Rolling Crystal Flash (misses) <> standing HP) x fl. When corner is reached, 
change combo to (standing HP <> standing HK <> Short Backslash) x fl 


#3) Guard Crush 


HP + HK activation, (crouching HK x AM). When opponent is cornered, 
possible to change string to (crouching HK <> HP Rolling Crystal Flash) 
xl 


NOTE: Keep in mind that your opponent can simply take a hit from ane 
of the crouching HKs to avoid being Guard Crushed. 


#4) Anti-Air Crouch Cancel Infinite VC 


Score a Counter Hit jumping attack (Crouch Cancel landing), then 
jump forward and activate a VC with LP + LK. Immediately jump 
forward and juggle with repeated Crouch Canceled jumping HPs until 
you reach the corner. Once there, change combo to (forward jumping 
LK (Crouch Cancel landing) <> backwards jumping LK (Crouch Cancel 
landing) x ML Repeat indefinitely. 
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Availability Name | Command 


Double Lariat Press all 3 Punch Buttons, hold-+ or + to move 


FLangief.s Objective) 


Zangief's entire game revolves around landing his Spinning Pile Driver or Atomic Suples 
Since you're required to be directly next to your opponent to land these moves, you: 
main goal is to move into close range. Although the idea may be simple, landing 
either one of the throws resets your position back to long range, making it difficu® 
to keep the momentum of the match in your favor, In order to compensate for this 
problem, it’s also important to focus on cornering your opponent as soon oF 
possible. With a wall behind your trapped rival, it’s much easier to regain your 
lost positioning every time you land a throw. 














Quick Double Loriot | Press all 3 Kick Buttons, hold + or > to move 
Spinning Pile Driver | Rotate 360 + Any Punch 

Flying Powerbomb | Rotate 360 + Any Kick 

‘Momic Suplex When dose to opponent, rotate 360 + Any Kick 





shit ‘Any Punch Any Punch i 
Banishing Flat u nt ny Punch (- +4 Any Punch in 





Bory Press While jumping or +, +4 HP 
Double Knee Drop | While jumping + or, + +LK or MK 
Kuchu Headbutt Jump up straight up, + + MP or HP 
Headbutt > + HP (> + MP in V-ISM) 
Dynonmtekick [eK 

Russian Kick: we +HK 















| Command 
Rotate 720 + Any Punch 
$x t+ Any Kick 








Final Atomic Buster 








Aerial Russian Slam 




































How to Accomplish Zangief’s Objective 





Option 1: Establish Zangief’s mid-range offense 


Although difficult to implement, Zangief’s ground game is enough to get the job done. 
When attacking, crouching HP is your main method of harassment at this distance. 
Although the initial wind up is slow, once fully extended, crouching HP has massive 
range and priority. Use it to hold your position when you aren't close enough to attack 
with anything else. As you approach your opponent, standing MK and = + HK become : 
your main attacks of choice. Standing MK acts as a wall against incoming attacks when 
performed early. I’s also high enough to catch jumps just as they leave the ground. 
If your opponent ever misses a move at this distance, use » + HK to punish it. Walk : 
forward after landing any attacks, Never retreat because it is vital that you"hold 
your position in order to slowly push your opponent towards a corner. A good way to 
fo this is by jumping straight up when . 
You anticipate an aggressive movement. 
If your opponent jumps towards you 
as you leave the ground, do an early 
jumping HK fo meet them in the air. If 
they whiffed an attack under you, come 
out of the jump with a jumping HP. 









Option 2: Jumping over one of your opponent's attacks 





First and foremost, if your opponent has a projectile, you're going to have a world of 
trouble getting around it. Use Quick Double lariats to safely pass through projectiles 
you react to. If you anticipate one is coming, jump over it and nail your opponent 
with a jumping HK linked into x + HK to score a knockdown. Although the length of 
the jump is lacking, Zangief’s jump is fast and low to the ground. If your opponent is 
concentrating on dealing with your ground game, 
anticipate an attack and jump towards them. If 
they didn’t perform an attack, come out of the 
jump with a semi-late Double Knee Press. After 
it’s blocked, follow up after the Double Knee 
Press with the close range option of your choice. 


SCF 
Defensive Neates 


Always keep in mind that Zangief's Spinning Pile Driver has instant start up. This 
enables him to use the Spinning Pile Driver as a reversal on wake-up, a method of 
grabbing extended limbs, or as a means to punish blocked attacks that are normally 
safe to counter attack, In wake up situations specifically, the Spinning Pile Driver is so 
feared that your opponent will take measures to avoid it using a jump. If you anticipate 
your opponent will jump just before you 
stand up, use Zangief’s Double Lariat 
as you stand up to catch them as they 
leave the ground. In regards to anti-air, 
the Double Lariat or Zangief’s standing 
LP both work well. In A-ISM, it’s possible 
to cancel standing LP into a level 1~3 
Aerial Russian Slam for a devastating 2 
it combo, 


Offiemaive Notes 


Tongief’s method of dealing damage at close range is slightly different than most 
characters. Because of the speed of his Spinning Pile Driver and Atomic Suplex, which 
ere both instantaneous on start up, your opponent can't beat Zangief’s throws using 
ettacks. Instead, they're forced to jump in order to avoid his deadly holds. That being 
said, your focus is to anticipate your foe's attempts to jump over your throws and 
ounish them accordingly. Countering a jump with a ground combo is very difficult to 
do outside of « wake up situation so, if you have trouble doing so, you may have to 
ely on an anti-air, 
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ISM Specifies 


Since Zangief places a lot of importance 
on scoring a lot of damage in a single 
shot, the increased damage output X- 
ISM grants certainly doesn’t hurt. X-ISM 
chains also endow him with a useful 
combo (crouching LP x 3 X-ISM chained 
info crouching HP), which is certainly jes! 
something Zangief has always lacked. 





The only thing to keep in mind when playing A-ISM is the addition of the Zangief’s 
Aerial Russian Slam. Since the majority of the players you'll Face jump in order to avoid 
his many command throws, a damaging 
anti-air Super Combo is exactly what 
the doctor ordered. Cancel into. it from 
Zangief’s standing LP for an extravagant 
looking 2 hit air combo. 





Knowing this, you'll find that the mojority of your throw setups start off of jumping 
attacks. The best of these attacks include Zangief’s Double Knee Drop (+ + MK while 
jumping) and his Flying Body Press (+ + HP while jumping). In the case of the Double 
Knee Drop, use it when jumping towards your opponent from the front. The Flying 
Body Press can be used as a cross-up, so save that for situations where you're jumping 
over your opponent from close range. In either case, after the jumping attack is 





blocked, land and go for a HK Atomic Sup! 


lex or Zangief’s Dynamite Kick (# + MK). 


{t's possible to cancel the Dynamite Kick into a MP or HP Banishing Flat, resulting in 
e damaging 2 hit combo. The Banishing Flat leaves you in range for a LP Spinning 


Pile Driver after it hits. When you recover, 
forward and do an early jumping HK to cate 
Pile Driver. If you miss-time the Dynamite 
jump before it leaves the ground, it shoul 


perform a LP Spinning Pile Driver or jump 
attempts to jump away from the Spinning 
Kick and it doesn’t catch your opponent's 
recover just before your opponent has a 





chonce to attack, Initiate a Double Lariat when you recover to punish the jump. 








JY. WAM esommenced) 


Outside of being a game deciding combination, Variable Combos give Zangief an 
answer for the majority of the problems that may obstruct his path to victory. These 





problems mostly consist of high priority 
jumping attacks and projectiles. Since 
Zangief’s biggest hindrance is those two 
problems, V-ISM is the most consistent 
choice to make in regards to mode 
selection. 


1 on = 





( G 
‘tactical Grewdifing UP 

Many Zongief players use crouching LP as the forefront for Spinning Pile Driver setups. Although crouching LP leaves Zangief at a slight disadvantage after it recovers, ® 
chainable into standing LK at any. point during its recovery. This enables you to chain crouching LP into standing LK to catch your opponent's attempts to jump away from 
4n anticipated Spinning Pile Driver. Furthermore, standing LK can be canceled into a MP Banishing Flat. If standing LK connects on a Counter Hit, or catches your airborne 


opponent as they leave the ground for a jump, the MP Banishing Flat connects afterwards for a 2 hit combo. The subsequent example shows how to best utlize your options: 
after crouching LP. 













Chain into a late standing LK e> MP 


Banishing Flat. Catches late aftempls 
to attack or jump away from Zangief. 
Delay the standing LK even more 
if your opponent hesitates before 
cffempting to jump away. 


Immediately perform o HP Spinning 
Pile Driver when you recover. Inthe 
case of one LP swap out the Spinning 
Pile Driver for a HK Atomic Suplex, 
which deals more damage. 


Chain into an early standing LK &> MP 
Banishing Flat. Beats early attempts to 
attack or jump away from Zangief. 





Chain into standing LK => HK Flying 
Power Bomb. Grabs opponent's who 
are expecting standing LK to be 
canceled into a MP Banishing Flat. Very 
risky option, use with caution, 














Zangief has the ability to cancel the early starting frames of his Headbutt (> + MP 
into a Variable Combo. To execute this technique, press - + MP then quickly input 
the command for a Variable Combo the absolute second Zangief leaves the groun 
for the Headbutt. When performed correctly, Zangief will leap across the screen at a 
very high speed just after VC activation. I's possible to come out of the leap with any 
of the jump attacks available to you during an upward jump. This technique, although 
difficult to perform, is useful for a variety of tactics. The most useful of these options 
is to use it-as a means to counter projectiles, many of which give Zangief a worl 
of problems. The stort up invulnerability window of a VC with 100% Super Meter is 

enough to carry you through the projectile as you fly forward, This same tactic can be 
i used to counter enemies utilizing any sort of long-range attack, like one of Dhalsim’s 


limbs. 


Kaitobi Ganel 
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ISM Availability | Command Sequence 

Cross up + + HP + MK <> MP Banishing Flat 
Crouching LP x 2.&> stonding LK | 
| Anti-cr standing LP => Level 1~3 Aerial Russian Slam 
Crouching LP x 2~3 X-ISM chained into crouching HP 


When opponent is cornered, jump straight up and perform a 
Counter Hit Kuuchuu Headbutt (Crouch Cancel landing), then jump 
straight up and perform another Kuchu Headbutt. Instantly Stuns 

your opponent. 


Ventichlle Gonlbes 
#1) Anti-Air 


HP + HK activation, Quick Double Lariat <> (standing HP <> HP 
Banishing Flat) x AML When corner is reached, change combo to 
standing HK x iM. When Super Meter drops below 20%, end combo 
with HP Banishing Flat (misses) «> standing LK (misses) > off-the- 
ground HK Atomic Suplex. 



































Released in 1998, Super Gem Fighter Mini-Mix is a lighthearted romp through the Street 
Fighter franchise, The characters in this game are super-deformed manga children with 
outlandish stories, ridiculous antics, and hilarious moves. Super Gem Fighter Mini-Mix also 
features an interesting battle system with obtainable items. The Gems (and other items) that 
you can collect by hitting your opponent, and from Treasure Chests, are the main focus of 


gameplay. 


Secrets) 
Play as Dem or Alama 


Move the cursor to Ken and then either left or right, fo the upper-left or upper-right 


spaces, to select Dan or Akuma. 


Rumnfing Bettlo-Style Survival Meds 


Select Arcade mode while holding the @, &, and R2 buttons. 


last Boss Modis 


Select Arcade mode while holding the @, ©, and R1 buttons. 


Select Versus mode while holding the @, &, and R2 buttons. 


The Gem system adds an interesting twist to 
Mix. The special moves that you have come 
require Gems to power them up. Additional 
Combo Gauge, Gem Fighter's equivalent of a 
the Super Meter is located at the bottom of tl 
Gauge is located directly under the life bar, 
level's worth of Mighty Combos! Replacing # 
cre red, yellow, and blue gauges representin, 


For example, Ryu’s Hado Ken is representer 


the gameplay of Super Gem Fighter Mini- 
to depend on in other fighting games now 
ly, picking up Gems increases your Mighty 
Super Meter. While in most fighting games 
e screen, in Gem Fighter the Mighty Combo 
‘and is capable of holding a shocking NINE 
e Super Meter at the bottom of the screen 
ig your character's special moves. 


by the blue gauge on the left, his Shoryu 


Ken is represented by the yellow gauge in the middle, and his Tatsumaki Senpu Kyaku 


is represented by the blue gauge on the right. 


Picking up Gems corresponding to a particu 


lor special move color increases the power 





of that particular special move. As the bar 
2, then to Level 3. At Level 3, your special 


has greatly increased priority, range, and damage. 


You can produce Gems simply by hitting the o 





ills, your special move advances to Level 
move has achieved max power and often 








pponent or by opening Treasure Chests that 


‘appear onscreen occasionally. You can also steal your opponents Gems, thus powering 
DOWN their special moves, by attacking them with Guard Crush techniques. 


In Gem Fighter, dashing and running are 
introduced for more dynamic movement 
options, To dash, tap »,» for a forward 
dash or +, for a backward dash. If 
you tap +, to forward dash and hold 
the second + input you run at your 
opponent, Press Punch or Kick during a 
forward dash/run to perform a lunging 
attack. 


Upward mobility is also enhanced in Gem Fighter—tap + then », ¢, or « to perform 


a Super Jump in the desired direction. 


Gem Fighter features a very streamlined attack system. Instead of six attack buttons, 
there is simply one Punch, one Kick, and one button each for Special Attacks and 


Taunts. 


By default ® performs a quick Punch 
attack. Punch is used to initiate the Flash 
Combo system when your character is 
standing. * + Punch performs a move 
that launches a foe into the air if it 
connects. # + Punch performs a quick 
crouching Punch that can be canceled, 








Flash Combos 


Similar to Alpha’s Chain Combos, Flash Combos allow you to string a series of 
Sumorous attacks together to inflict damage. Flash Combo execution is very easy— 
simply perform a standing Punch to begin, then hit either Punch or Kick for either 3 
or 4 additional attacks (depending on the character). The first few hits usually combo, 
but the last few hits usually create some sort of mix-up, like a Special Throw or 
Guard Crush attempt. Flash Combos produce all sorts of strange and amusing costume 
changes, with Street Fighter characters becoming maids, construction workers, and 
even cameo characters from other Capcom games! 











Finally, press the Kick button to produce 
her Special Throw, o mix-up thot sends her 
apponent head: over-heels in love, iit snot 
voided. 


Press Punch two more times, Chun-Li 
transforms briefly into Resident Evil's Jill 
Valentine, for some spirited gunplay! 









By default &% performs a quick Kick 
attack. If a standing Kick connects it 
knocks an enemy away, like a Major 
Counter Hit in Street Fighter Alpha 3. 
x + Kick performs a sweep that floors 
‘on opponent. + + Kick performs a quick 
kick that can often be canceled. 





The Special button serves a variety of purposes, By default this is ©, 





Guard Crush 


While Street Fighter Alpha 3 shares the Guard Crush name with Gem Fighter, that is 
where the similarities end. The Guard Crush techniques in Gem Fighter are unblockable 
attacks that deal damage to an opponent, but more importantly these attacks knock 
Gems loose. There are three types of 
Guard Crush moves, and they grow more 
powerful the longer you hold the Special 
button down before release. If you 
charge a Guard Crush for the maximum 
amount of time, it produces a Treasure 
Chest once it hits, 





Normal Guard Crush — Special 





Hitting Special while your character is 
neutral performs a Normal Guard Crush, 
When this connects, your opponent drops 
Red Gems. When you use this technique, 
your character performs a move in a 
hammer-like arc, downward, 


Horizontal Guard Crush — > + Special 









Holding -» while hitting Special performs 
a Horizontal Guard Crush. This releases 
Yellow Gems from your opponent upon 
contact. When you use this technique, 
your character performs a move with 
considerable ground range. 





Holding + when hitting Special performs 
a Vertical Guard Crush. This knocks’* 
Blue Gems out of your opponent. When 
you use this technique, your character 
performs a move with an upward hitting 
arc, This attack is useful for hitting 
airborne opponents. 


Guard Return — © _+ Special 





Finally, there is the Guard Return. This is a counterattack that is specifically designed 
to thwart Guard Crush attempts. Press « + Special just as a Guard Crush is about to 
hit you, and the effect will be reversed, 


A Guard Crush requires that your 
opponent actually has Gems in their 
position to provide full benefit. For 
example: if your opponent has NO Yellow 
Gems, but you hit them with a Horizontal 
Guard Crush, they still take damage, but 
no Gems are released. 








Mighty Combos 


Mighty Combos are the Gem Fighter equivalent of Super Combos. They can be 

performed by normal, Alpha-like motions, or they can be performed using simplified 

motions and the Special button. For example, you can perform Ryu’s Shinky Hado 

Ken Mighty Combo by performing #%-»#~-» + Punch, or you can simply input 
4a + Special. For an even more 
dramatic example, you can do Zangief's 
Final Atomic Buster Mighty Combo with 
a full 720 motion and both Punch and 
Kick buttons together, or you can simply 
perform a single 360 motion and hit the 
Special button. This often streamlines 
execution greatly. 


Other Uses for Mighty Combo Gauge 





The Mighty Combo Gauge is not just reserved for Mighty Combos—it is also used for 
‘Mega Crushes, Counter Crushes, and Guard Cancels. 


IMEGA CRUSH 


If you have at least one level of Mighty Combo Gauge, and at least one special move 
that’s been powered up, you can perform a Mega Crush. A Mega Crush uses ALL of 
your Mighty Combo Gauge and dumps all of your Gems in exchange for a massive 
midair attack capable of blowing opponents away! Your Gems are scattered all over 
the playing field and you might be able 
fo recover them if you are quick, but 
your Mighty Combo Gauge is exhausted 
until you build it up again. The Mega 
Crush is performed by hitting Punch + 
Kick + Special simultaneously in midair. 


ICOUNTER-CRUSH 

A Counter-Crush is similar to a Mega Crush, except it is performed while you are in 

Hitstun. The requirements for a Counter-Crush are identical to the requirements for 
a Mega Crush—the only difference is, 
a Counter-Crush is performed while you 
are already being hit! This can break 
many combos and save you, if you are 
willing to burn the Mighty Combo Gauge 
and Gems to do it. 


A Guard Cancel is pretty much identical 
to an Alpha series Alpha Counter—this 
move allows you to end Blockstun with 
an attack, at the cost of one level of 
Mighty Combo Gauge. This technique is 
useful for reversing momentum and to 
give you a breather if you are being 
pressured. 


This is performed by hitting the To 

button, which defaulis to ®. Taunting 
a humorous personal action designed 
rile up your opponent. 


Throws 


Throws in Gem Fighter are performed by 
hitting + or © + Punch + Kick when 
near an opponent. 


Throw Escapes 


This is Gem Fighter's equivalent of a Tech 
Throw. Throw Escapes are performed 
by hitting Punch + Kick when you are 
thrown. If executed quickly enough, you 
avoid most (or all) of the damage and 
avoid being floored. 


Special Throws 


Each character has a Special Throw that is not avoidable by Throw Escape. The 
throw must be avoided completely, otherwise it will do damage. Special Throvrs are 
performed by either «14%» + Punch + Kick, or x44 + Punch. Kick, 
depending on the character, You can tell how this differs from a normal throw, since 
the whiffed throw animation is different for a Special Throw. Special Throws usually 
result in very humorous happenings, like Zangief growing irritated at his opponent's 
interest in the Red Cyclone’s dinner, or Chun-Li presenting her opponent with a not-so- 
secret admirer note! Special Throws can also be activated at the end of Flash Combos, 
depending on the sequence of Punches and Kicks used to perform the combo, For 
example, as mentioned earlier, Chun-Li's Flash Combo sequence of Punch, Punch, 
Punch, Kick makes the last hit of the sequence her Special Throw. 
















Wakeup Rolls 


Hold « or »» + Punch, Kick, or Special to roll to one side or the other before waking 
up from a knockdown. 


Aerial Recovery 


Press Punch + Kick when juggled into the air to perform an Aerial Recovery. When 
you are in Aerial Recovery, your character flashes white, flips out of aerial Hitsun, 
and can act normally, 


Simple Reversals 


When floored, simply mash on the Special 
button to perform an easy reversal move 
upon wakeup. 


\n addition to Gems, there are also miscellaneous items that you can pick up to aid 
your efforts. These are obtained by picking up Item Balls. Item Balls can appear 
by opening Treasure Chests or by attacking item carriers who hover occasionally at 
super jump height. Three of these items may be stocked at a time. Item Balls have 
Various effects and are thrown by hitting Kick + Special at the same time. Holding a 
direction while pressing Kick + Special determines the distance or angle that the item 
is thrown, 












































Type of item ball _| effect 
Burns up whatever it hits. Leaves enemy in a state 
Hare ll vulnerable to air combos. - a 
Freezes whatever it hits, This leaves your enemy in a block 
Ice Ball of ice momentarily, making them vulnerable to follow up 
combos. 
Ps Causes damage while leaving your enemy vulnerable to a 
Faison Bal follow up combo. 
Blows up whatever it hits. Leaves enemy in a state that's 
Boa Bod tea to air combos. 
Slip and fall, Leaves enemy in a state that’s vulnerable to 
Banoo Wall air combos, 
Tums whatever it hits into stone, leaving them vulnerable to 
Rock Ball asingle hit, 
Lightning Ball Lightning can shock an opponent, 








tem carriers and Treasure Chests sometimes yield food as well, such as legs of lamb 
or delicious cakes. Touching these items will replenish your life bar if you have taken 
damage. The bigger the food, the more health is replenished, so eat and be merry. 


While Gem Fighter is a simpler game than the games in the Alpha series, there are 
still some advanced techniques in this pint-sized fighter. Throwing an Item Ball is an 
action that can be canceled. This means that you can cancel throwing an Item Ball into 
performing a special move or Mighty Combo, in the same way that you can cancel 
a normal attack. Many characters can use this tactic for pressure and a positioning 
advantage, and it is occasionally useful in combos. 








Normally, it is a disadvantage for a player, using a character like Ryu, to throw a 
projectile at close-range, since an opponent can just leap over the projectile and attack 
as they rush forward. 












In Super Gem Fighter a Ryu rushes forward, 
Ryu player is prepared! You Ball throwing motion into guorded from the air 
can throw an Hem Ball in an Ryu’s Hado Ken, cond the ground by his 
‘upward arc with +» + Kick + projectiles! 





Special. 





















The child-like Red Cyclone 
grabs his opponent with his 
wall throw by pressing +» + 
Punch + Kick. 


«nd juggles again with 
«a Tunging Punch attack 
(>, + + Punch). 


Zangief juggles them as 
they bounce off the wall 
with an Hem Ball... 



























aKaM«é 


Gimp GLpasia 


Like Ryu and Ken, the gameplan for Akuma is to get his enemy to jump at him. However, unlike the other two, Akuma has 
the ability to effectively go on the offensive if the opportunity arises. Attack your enemy using Go Hado Kens, then anticipate: 
when your opponent will try to jump over them. If you believe a jump is coming, hit it with a Go Shoryu Ken. Build Super 
Meter playing defensively. When you have it, go on the offensive and mount a surprise attack! 






SS iit a eee 














Akuma has one Flash Combo worth doing, which is his Punch <> Kick <> Punch 
combination. Add a 4" hit to the end of the string with either a Punch (throw) oro 
Kick (attack) to stage a basic guessing game. The throw variation encases your enemy 
in stone momentarily, allowing you to combo with the attack of your choice. Perform 
‘an immediate « + Punch to nail your enemy for a big chunk of damage when you 
happen to land it. 
















Name | Command | Easy Command 
Messtsu Go Hado 
While jumping, 

putee ety + Punch 
$a $e 4+ Punch [+4 4 Special 
Punch e> Punch => » => Kick 
=> Special (Level 3 only) 



















Tenma Go Zanku edu + Special 









Messatsu Go Shoryu 











Shun Goku Satsu udire + Special 


















Defemeive Nefies 


Akuma’s defensive options include his x + Punch, which works well as an anti-cir 
attack, and his Go Shoryu Ken, which is useful as both anti-air and as a reversal 
maneuver on wake up. The Messatsu Go Shoryu is also useful as a reversal, so keep it 
handy when you are looking for extra damage in defensive situations. 





The Tenma Kujin Kyaku is an important offensive option for Akuma. When combined with his 
Zanku Hado Ken, your enemy's defensive options against your jump attempls are extremely 
limited. The Zanku Hado Ken is specifically useful for beating attempls to use an ant-air against 
your jumps, while the Tenma Kujin Kyaku takes advantage of the moments when your enemy 
hesitates to bolster their defense because of the threat of the aerial projectile. 


An interesting way to use the attack is to either jump forward and perform itso it hits your 
enemy as late as possible, or you purposely whiff the Tenma Kujin Kyaku directly in front 
of your opponent and go for a crouching Kick, which is very difficult to block if they're 
‘expecting the high-hitting dive kick fo connect. In either case, link crouching Kick and cancel 
it into a Messatsu Go Hado for big damage. 


The Tenma Kujin Kyaku also has the ability to cross-up, although it’s usually not possible to 
combo after it if it does. It works like any other cross-up as well; perform it just before you 
completely pass over your enemys head fo have it hit them in the front, or initiate it little 
later to hit them from behind. A strangely effective tactic is to repeatedly perform this cross- 
up in rapid succession against your opponent while varying the side it hits from. 











Moving ta 


When you're looking to close the distance, throw a Go Hado Ken and rum Sehind & 
This effectively covers your movement towards your challenger without havieg * 
worry about ground attacks. However, this does require that you find a safe mement 
to throw a Go Hado Ken. In cases where you need to get close, without worrying about 
the threat of a jump, throw an Item Ball forward and cancel the throw recovery into 
a Go Hado Ken, The Item Ball should cover the sky while you safely toss the Go Hado 
Ken forward. 





Command Sequence 


x + Punch &> Go Hado Ken 
Crouching Kick <> Messatsu Go Hado or Shun Goku Satsu 





Tenma Kujin Kyaku, link Punch => Kick «> Punch 
| Ikken Rokuchoku, then perform x + Punch 
| Jump-in Kick, link Poison Item Ball, jump-in Kick, crouching Kick <> Messatsu Go Shoryu 























(ChemLi s\Objectivel 


Move in for the kill! Chun-li has an extremely strong close-range offense, which largely revolves around her amazing 
Punch = Punch = Punch Flash Combo, Establish this distance by jumping over one your opponent's attacks, knocking them 
down with » + Kick, or throwing a Kiko Ken and running behind it. Don’t worry too much about collecting Gems; Chun-4 
doesn’t need them. Focus on getting next to your opponent and landing Chun-Li's powerful Rinkaisho Mighty Combo! 





Yoso Kyaku While jumping, # or x + Kick 

















Sankaku Tobi Jump against a wall, press -> 
Chudanshu [> + Kick 

Tenku Kyaku s+ Punch 

Roundhouse Kick a + Kick 
Lard > Spach Gs 


Gem Type | Name | Command 
Sa 


Hisho Kyaku +s + Any Kick 











@ Hyakuretsu Kyaku | Press Kick rapidly 
Name (a 
ick ect + Any Kick 

















| Command | Easy Command 


tuo tue + Any Punch 


ude + Any 
Punch 






Kiko Sho 


Rinkaisho 


$n + Special 


ude + Special 











Hazan Hisho Kyaku | tye + Any Kick | + 4x 4 Special 








@ftiemaive Neties 


Chun-Li's Punch x 3 Flash Combo ends with a 3 hit gun shot combo (5 hits total), After 
Chun-Li finishes firing, you're left with a slight window of advantage to work with. 
This allows her to link attacks after it, like Punch x 3 again, or crouching Punch => 
Rinkaisho. In addition to combos, the advantage is great for pressure patterns when 
the string is defended against. For instance, if this string is blocked, walk forward 
and throw your opponent, or simply use the Punch x 3 again when you recover. You 
can also attempt to go for either of Chun-Li's dash attacks, the Punch version is a low 
attack, while the Kick version hits high as an overhead. 





Befensive Neties 


» +Punch works as an anti-air attack, although it tends to trade hits often. Concentrate 
ee using the Hisho Kyaku, or the Hazan Hisho Kyaku instead if that tends to be 
speblem. Both have invulnerability, making it easy for them to blow through jumping 
‘sacks without the risk of being hit. These attacks have enough invulnerability 10 be 
seed as reversals as well! 








[advanced tactics) 
Gess-up Yeso Kyalao 


hough difficult to utilize, Chun-Li's Yoso Kyaku (+ + MK while jumping) can be 
ssed 0s a cross-up attack, Similar to any other cross-up in Street Fighter, the Yoso 
Syoku can be performed at different points during a forward jump to hit an opponent 
om the front or back. Initiate it early during the jump, before you pass over your 
‘ssemy’s head to hit them in the front. Perform it slightly later than that, just as you 
ass over their head to hit them in the back. The timing to have the Yoso Kyaku hit 
your opponent in the back is very difficult to master, but well worth the effort. In 
ter case, if you Yoso Kyaku hits, link Chun-Li's Punch x 3 Flash Combo afterwards. 








igo Baill Tricks 


If you're having trouble moving into close-range, throw an Ice Ball from afar then 
cancel the item throw recovery into a Kiko Ken. After the projectile’s release, run behind 
it to move into close-range. This tactic cannot be jumped over with a normal jump 
because of the Ice Ball flying towards your opponent, making it difficult to punish the 
Kiko Ken without super jumping towards 
you. After the Kiko Ken is blocked, come 
out of the run with a throw, either of 
Chun-Li's running attacks, or stop the 
dash and go for Punch x 3. 







‘The upward tem Ball toss ( + Punch + Kick) is also useful to Chun-Li for a specific 
trick. Corner your opponent and knock them down with Chun-Lis » + Kick. If you 
anticipate that your opponent is going to perform a forward Recovery Roll, back up 
few steps and throw an Ice Ball upwards. When you recover from throw, perform 
either a crouching Kick or jump forward and initiate an immediate Yoso Kyaku as you 
leave the ground (timed so that either option meets your opponent as they stand up). 
The Yoso Kyaku option acts as a lightning-fast overhead attack, which is impossible to 
block on reaction. The crouching Kick is an option to hit low. If either options hit your 
opponent, the Ice Ball will combo soon after, freezing your enemy and leaving them 

vulnerable to a full fledge jump-in combo. 7 


Command Sequence 
Punch x 3, then link Punch x 3 again 





Punch x 3, then link crouching Punch «> Rinkaisho 
Cross-up Yoso Kyaku, crouching Kick «> Hyaku Retsu Kyaku. 


Jumping Kick, link straight into an Ice Item Ball, jumping Kick, Punch x 3, link into 
crouching Kick <> Rinkaisho 

















PonpCliacia 


What would Dan be without an overwhelming weakness? Aside from his completely abysmal special and normal attacks, Dow 
only earns Red Gems when he scores a successful attack. This makes it extremely difficult for him to level up his other Specs: 
Moves. Since you can’t rely on collecting Gems, your objective when playing Dan should be to cover your weaknesses as bes 
as possible by playing defensively. Look for mistakes and punish them. This is the best you can hope for. 


Trp Defemeive 
Good luck stopping your opponent from jumping in at you. Dan's Koryu Ken doese® 
have any invulnerability, so don’t bother trying fo use it against jumping attacks 
You'll have to rely on his + Punch to stop jumps, which is fairly slow and tends te 
trade hits on occasion. Keep on your toes and make sure you perform the attack early 
to get the best out of it. 



















is 
Saikyo Jigoku Guruma 








Gem Type | Name 











Greasy Mid 


Dan’s jumping Kick can be used as a cross-up, despite the fact that itis difficult to land 
consistently. tt must be done extremely high up, near the top of your enemy's head, 
or it won't connect at all. Perform it early during the jump to hit your enemy from the 
| Command | Easy Command front, or later during the jump to hit them from the back. In either case, link crouching 
















Shinkuu Gado Ken tx + Special Kick into Shinku Gado Ken as it hits to score some damage. When it doesn’t hit, throw 
Koryu Rekka tuo det Kick + 4% + Special your opponent when you land, or go for crouching Kick <> Shinku Gado Ken. 

Oyaji Blast sudee dus + Punch | ee tue + Special 

Jun Koku Soisu Punch > Pondh> > > Kick | ye. + Special 


> Special (Level 3 only) 
Chohatsu Densetsu tur dur + Select ee 

















Since he doesn’t really have many devastating combos to work with, Dan has to rely 
‘on Flash Combos to attack. His only worthwhile string is his Punch «> Kick <> Punch 
combination. Add a 4" hit to the end of the string with either a Punch (throw) or a Kick 
(attack) to stage a basic guessing game. The throw variation encases your enemy in 
stone momentarily, allowing you to combo with the attack of your choice. Perform an 
immediate Koryu Ken to make good use of the opportunity. 








Kick => Koryu Ken or Koryu Rekka 
+ $%-> + Punch or Kick, then perform a Koryu Ken 
Jump-in Kick, crouching Kick «> Shinku Gado Ken 






















Falicla's Objective) 


Concentrate on building your Sand Splash to Level 2 or 3. Both versions are extremely useful to Felicia, giving her an edge 
at mid to long-range (Level 3), or when she has her opponent cornered (Level 2). Get close to your opponent and use her 
Panic Nail throw to quickly drain your opponent of their all-important Gems! 


IFit hits, link » + Kick afterwards to score a knockdown. If it doesn’t hit, dash forward 
‘ond throw your opponent, or perform % + Kick to beat attempts to counter your throw. 











The Level 3 version of the Sand Splash receives a massive damage and range boost, 
but loses its huge Blockstun advantage window. At middle to long-range, this attack 
completely dominates the ground, 
nullifying ony and all projectiles in its 
path, while dealing massive damage. 
Abuse it heavily at this distance if you 
happen to power it up to this stage. 


2 
ich k rapid ly | 






Name 
peel Tobi 





wakik Defieneive Nefies 





Felicia’s Cat High (~ + Punch) should be 
your anti-oir of choice. It has a surprising 
amount of priority, considering that most 
normal attacks tend to trade hits if it is 
used os anti-air. 





+x + Kick 


55 + Punch hen Punch agcin (evel 2) 
press Punch rapidly after second hit) 


[bala ick 4 + hick, press Kick rapidly 


Sand Splash 





Rolling Buckler 














Groas-yp Anifies 


When you're in range to do it, go for a cross-up jumping Kick. Perform it early during . 
the jump to hit your enemy from the front, or later during the jump to hit them from 
the back. In either case, link crouching Kick into whatever attack you desire (after it 
hits), When it doesn’t hit, throw your opponent when you land, go for a combo, or 
perform another cross-up Kick. 














| Command | Fasy Command 
buco ee + Punch 4 + Special 





udee etn + Punch [ewe ue 4 Special 








et tuoutice + Kick dite + Special 


Offencive Netes 


Crouching Kick is your main combo opening. It's possible to link Felicia’s ~ + Kick 
fterwards for a simple 2 hit combo (Doesn't work against some crouching characters). 
Additionally, this attack can be canceled very late into its recovery, which enables you 


to verify if it hits or not before canceling into her Dancing Flash Mighty Combo. Conical Seon 


Felicia’s Level 2 Sand Splash is useful for attack patterns near corners. The frame — | Crouching Kick linked into ~ + Kick. 
edvantage it wields allows you to perform link combos that aren’t normally possible | Cross up Kick, crouching Kick => Rolling Buckler or Duncing Flash 
swell. For example, crouching Kick <> Level 2 Sand Splash is a great combo opening. | When opponent is cornered, crouching Kick => Level 2 Sond Splash, then link » + Kick 


























 AISIEN-KO 
HsionsKors Objactive) 


Despite being extremely effective at close quarters, Hsien-ko’s main asset is her Air Dash, which allows a Hsien-Ko player 


easily bait anti-air attempts for solid damage. Apply pressure with constant Air Dash attacks, anticipate an anti-air, and A= 
Dash away from it to net some damage. 



















@Ofienaive Neies 


Hsien-Ko relies heavily on her Air Dash maneuver to attack. Apply presse 
by constantly Air Dashing towards your opponent with jumping Kick. If you eve 
onticipate an onti-air attack, Air Dash towards your opponent, then immediately Se 
Dash backwards to evade their attack. After their move misses, Air Dash forward ages: 
cand punish the attack with a jump-in combo. Hsien-Ko doesn’t have any verifiable 
ground based combos, so learn to confirm hits off of any successful jumping attacks 
you land with the Air Dash. 


Additionally, the Air Dash can be performed extremely close to the ground if done 





























fast enough. This is very difficult to do but, with practice, the ability to Air Dosh & 
=— such a low altitude makes it usable as a quick overhead attack that leads to a full 
Zonpa While jumping, Punch + Kick jump-in combo. 
Goin Gtadis 
Name | Command 
Ait Dash While jump, ++ or += 
Teleport Dash Hold Special Button, then tap > + 
Shojyuga > + Punch 
Setsurikyo > + Kick 
Reiga x + Punch 
Shoranku wet Kick 
Lar p> SrachGitals 







| Command 
4x + Punch (hold Puncti Yo change 
into instant dizzy hammer) 

4+ + Punch (may be performed while 
he's jumping) 


Gem Type | Name 
















eet + Kick 















| Easy Command 





| Command 


Punch <> Special <> Kick => 
Kids 
turd + kick | #x-> + Spocial 


bce + Special 














$a $x + Punch [+ 4x + Spacial 








Defeneive Nefies 


if you're cornered, look for a gap in your enemy’s offense and super jump straight 
up, then Air Dash forward to glide over your enemy to safety. If you're feeling lucky, 
you can Air Dash back towards them to mount a surprise attack. 


In regards to anti-air, % + Punch and -» + Punch work well enough. Use » + Punch 
against jump attacks directly on top of you, while » + Punch should be used against 
jumps from the front, 





Telepert Dach Mayhem 


Hsien-Ko's unique Teleport Dash (hold Special, then tap ++) opens the window to 
variety of tricks and tactics. After its initiated, Hsien-Ko is invisible, invulnerable, and 
able to pass through her opponent. You can cancel the dash at any moment into an 
attack or throw, which allows for some pretty interesting guessing games at point- 
blank range. 


For example, Air Dash towards your enemy and perform a jumping Kick. After the 
jumping Kick hits, immediately press and hold the Special button, then tap >. 
About a second after you initiate the Teleport Dash, perform a crouching Punch. If 
done correctly, you should appear directly behind your opponent with a crouching 


Punch. Add a little flavor to this by initiating the crouching Punch earlier during the 
dash, which causes you to appear and attack just before you pass through them. 
Toss an occasional throw into the mix to make it impossible for your adversary to 
consistently predict your intentions, 


Whenever you cancel the dash into 
crouching Punch, cancel it into the 
Tenkaisan. It is safe to counter attack if 
blocked, so always do it if there is any 
possibility crouching Punch is going hit. 











Taare Ha Pressure 


Although it is not the most damaging combo, crouching Punch &> Tenrai Ha is a combo 
worth doing on occasion. It’s completely safe to counter attack if blocked because of 
the many Iron Balls that pounce your enemy once its initiated. These falling projectiles 
even continue to fall after you've already recovered from the attack, This enables you 
to follow up after the blocked Mighty Combo with a secondary attack, 


Near corners, the ability to attack while your enemy is unable to move is extremely 
useful, Initiate crouching Punch > Tenrai Ha when your enemy is cornered. If they 
block the combo, immediately jump towards your unsuspecting foe when you recover 
from the Mighty Combo, Come out of the jump with either a late jumping Kick, or simply 
perform nothing during the jump, land, and do a crouching Punch. If either option hits, 
few of the falling projectiles will link soon after. Go straight into a Tenkaisan after the 
jumping Kick 








its, or cancel crouching Punch into it for additional damage 








Command Sequence 
Jump-in Kick, Crouching Punch <> Tenrai Ha or Tenkaisan or Rairai Kyu 


Perform Hsien-Ko’s Hotengeki throw, then immediately press # + Punch or Kick to perform 
«follow up attack 

















Ibult:s}0jactiva 


Your objective when playing Ibuki is to bait an anti-air attack or a reversal. The beautiful ninja’s Level 3 Kunai and Kazum) 
Suzaku allow you to punish attempts to stop your jumps for big damage. Once they're afraid to fortify a basic defense, move 
in for the kill and utilize Ibuki’s basic close-range options to wreck your enemy's lifeguage. 


Defemeive Netes 


Le Ibuki’s » + Punch attack can be used as an anti-air maneuver. Its slow starting period 
Reema : = makes it difficult to time correctly though, so use her Kazekiri instead if you're having 


Punch + Kick (hold butions a | difficulties against high priority jumping attacks. 


While jumping, Punch + Kick 





Konef andl Kasomal Suelo 


Because it’s a projectile with a steep downward trajectory, the Level 3 version of the 
Kunai is extremely useful for beating your enemy's attempts fo anti-air your jumping 
attacks. Any effort to do so results in the Kunai hitting, and if it happens to hit your 
enemy while they're grounded, its possible to link after the attack when you land. 
If your opponent simply blocks the Kunai you're still sitting on a huge window of 
advantage to utilize for a follow up attack, Once your adversary is afraid to take 
basic defensive actions against your jumps you'll have free reign to leap at them 
whenever you wish. 


| Command 





The Kasumi Suzaku can be used in the same way as the Kunai, but at the cost of a 
single level of Super Meter. Since the Kasumi Suzaku nets the most Gems when it 
connects, this is important to keep in mind when you haven't built up a level 3 Kunai 
fo use. 


One other thing to mention is that the trajectory of the Kunai can be changed 
depending on which direction you jump. Specifically, jumping backwards and throwing 
a Kunai throws it much farther forward then normal. This is useful in general for 
attacking at long-range without making any forward movements. 


| Command | Easy Command 


+x + Punch (may be 
performed while jumping) 


Hayate $ub oo + Punch, 4m 4 Special 


[uiciya [eaten + ik 


Kasumi Suzaku +> + Special 











F ( 
Offemefive Neties 
Ibuki's crouching Kick attack is a cancelable slide attack. When canceled into her 
option heavy Tsumuji, crouching Kick becomes a formidable attack opening, For 
example, perform either a throw or crouching Kick «> Tsumuji when near your 
opponent. Regardless of whether or not 
the Tsumuji hits, follow up after the kick 
with a walk up throw, crouching Kick 
=> Tsumoji again, or the Tsumuji + + 
Kick extension. If the Tsumuji’s sweep 
extension hits, juggle your enemy with 
‘an immediate dashing Punch attack. 










Command Sequence 
x + kick, juggle with an immediate dashing Punch attack 
Crouching Kick &> Tsumuji 

Level 3 Kunai or Kasumi Suzaku, link crouching Kick «> Kazekiri 













Level 3 Kunai or Kasumi Suzaku, link Fire Item Ball, juggle with a» + Kick as your 
opponent is about to hit the ground, then juggle with a Punch dash attack when you recover 


































Ten@Lyastiva 


Similar to Ryu, Ken’s game plan is to get his enemy to jump at him. Attack your enemy using Hado Kens then anticipate 
when your opponent will try to jump over them. If you believe a jump is coming, punish it with a Shoryu Ken or Shinryu Ken. 
Concentrate on using this tactic to push your enemy towards a corner. With their back to a wall, your adversary’s options 
for escape become limited. 


Defiemeive Nefies 


+ + Punch is the anti-air of choice if you anticipate a jump. The Shoryu Ken and 
Shinryu Ken are also usable as .anti-air, both which work well when combined with 
Hado Ken pressure, These attacks are 
both useful as reversals in wake up 
situations, although the Level 2~3 
versions of the Shoryu Ken tend to miss 
hits when performed against grounded 
opponents. In cases where they do miss, 
your enemy isn’t knocked down, leaving 
you vulnerable to a counter attack. 








Somat lac Ken 


+ Punch 
eee Corner your enemy and stand three character lengths away from them. Throw back- 


to-back Hado Kens, performing each just as the last dissipates. If your enemy tries to 
tee A) jump over one of the projectiles you should recover just in time 1o punish the jump 
Decor es. We with a Shoryu Ken or Shinryy Ken. 





> + Punch 








The only way to escape this trap is to use a specific Special Attack or Mighty Combo 
to pass through or over the projectile (like the Tatsumaki Senpu Kyaku), or you jump 
| Easy Command vertically over the projectile to reset the trap. This works simply because Ken can 
Shoryu Reppa 24% + Spoil only have one projectile on screen at once. If your enemy jumps vertically over it, 
$x 4x + Kick, press any + $4 + Spocial the Hado Ken doesn’t leave the screen as early as it does if your opponent blocks it, 
button rapidly I ‘ts 1 * 
Te nl ee disabling your ability to throw a Hado Ken until the last leaves the screen. If they do 
Suber 
Suess i: = ee jump vertically over it, be cautious about throwing another Hado Ken; they may use 


faibsittggy the opportunity to jump towards you if they anticipate it. 


Offiemaive Neaties 


‘« + Punch is a decent attack opening, though it’s often hard to get into range to use 
it. IF it hits it’s possible to link Ken’s + Kick afterwards for a 2 hit combo. Ifit doesn’t 
hit, go for a walk up throw, » + Kick, or simply perform a Guard Break attack where 
you're standing (preferably + + Special). 


Shinryu Ken 




















Command Sequence 
x + Punch, then link » + Kick 





Crouching Kick => Hado Ken or Shoryu Reppa or Shippu Jinrai Kyaku | 
Jump-in Kick, + Punch <> Shoryu Reppa | 




















MORRIGEN 


Morrigan's{bjactive) 


Rush them down! Throw Morrigan’s Soul Fist then immediately use her Flying Dash to safely travel towards your enemy 
Get close and attack with her myriad of offensive options to deal damage and pressure your enemy into making mistakes! 


| Moon ' ee | 
Jopanese Summer Memor 
[VedorDroin 





Gem Type | Name 











(ar | Easy Command 
> 4% + Special 


de> $e + Punch, 
tee + Special 


[ Parasite Tempest tee tee + Kick 
[Darkness llusion Punch => Punch => + <> Kick |e ex + Special | 


Basic Strategy) 


Ofiemaive Nites 


Morrigan’s best attack opening is a cancelable crouching Punch that hits twice, making it useful 
4s an attack opening. I's possible to confirm whether its hitting or not before canceling into a 
Level 1 Shadow Blade or a Level 2~3 Parasite Rol. This opening leaves Morrigan at a slight 
isadvantage though; so don’t expec to be following up with a secondary attack afterwards, 
























Standing Kick, however, doesn’t have this problem. It recovers well before your 
opponent leaves Block or Hitstun, enabling you to walk forward and link after it (refer 
to the combo section) or stage basic follow up attacks when it’s blocked, In cases where 
your enemy defends against if, pursue your opponent with a quick dash up throw, a 
Flying Dash into a jumping Kick, or walk forward and perform her Twilight Loop. 


Standing Kick is also a decent poke 
in general. It's terribly fast recovery 
makes it incredibly difficult to punish. 
If it happens to hit on o Counter Hit, 
this attacks sends your opponent flying 
across the screen, usually cornering them 
without having to put forth much effort. 











Defeneive Nates 


The Bamboo Climb (» + Punch) and the 
Shadow Blade (-» ++ Punch) are your 
most used anti-air options, The Bamboo 
Climb tends to be a little slow when 
starting up, but it's easier to perform 
over the Shadow Blade. The Death Blade 
Mighty Combo can also be used as anti- 
coir for the cost of | meter. 








As mentioned, the Soul Fist is helpful for covering attempts to get close to your 
adversary from long-range. Throwing a Soul Fist and dashing (or flying forward) 
after you recover from the projectile shields you from anti-air attempts and other 
such methods of stopping your pursuit for blood. In addition to this, it’s possible to 
stage tricky guessing games behind the projectile by utilizing Morrigan Flying Dash 
in a specific manner. For example, throw a Soul Fist then Fly towards your enemy. 
When you're about to reach your opponent, let the directional pad return to neutral 
then come out of the jump with a late jumping Punch, or simply land and perform a 
crouching Punch. In either case, link into your favorite combo to take advantage of 
this difficult to block strategy. 


Keep in mind that your enemy can super jump over this tactic from mid-range. If 
you anticipate the attempt, throw Morrigan’s Bomb Item Ball forward then cancel the 
throw recovery into a Soul Fist. The flight path of the bomb travels in an arc, making 
it difficult to jump over. Your enemy has little choice in this situation but to block and 
wait for your incoming onslaught. 








mmand Sequence 

Crouching Punch (2 hits) <> Level 1 Shadow Blade or Level 2~3 Parasite Roll 
Standing Kick, walk forward then link another standing Kick 

| Standing Kick, walk forward then link Punch x 3 


Jump-in Kick, crouching Punch (1 hit) <> Parasite Tempest, then press + + Punch or Kick to 
perform a follow up attack 


























| 
: 
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BE | 
i\@a* 


Your game plan when playing Ryu is to get your enemy to jump at you. Apply pressure using Hado Kens then anticipate 
when your opponent will try to jump over them. If you believe they're going to jump, punish the jump with a Shoryu Ken. 
Steadily push your enemy towards a corner using this tactic to limit their options of escape! 























Name | Command 

Sokotsu Wari > + Punch 

(quick punch) = +Punch 

Nerichagi > + Kick 

Upper + Punch 

Ashibarai xt Kick 
LarG@pfradh Giada 


Gem Type | Name | Command 





+x + Punch 















+ + Punch 


+e« +Kick (may be performed while 
jumping) 





| Fasy Command 

























Shinkuy Hado Ken, 4 bm + Punch $x + Special 

os Sent hee tee + Kick tore + Special 
Fan Punch > Punch > » «> Kick 5 

Reppu Jineai Sho Saal UNE KT oe + Special 








Offemeive Nefias 


Ryu’s Flash Combos don’t really lead to a substantial amount of guaranteed damage. 
However, they can be used fo setup basic mind games. For example, the 3° hit of Ryu’s 
Punch <> Punch => Kick string has advantage after it. A good way to use this string 
is to perform Punch «> Punch, then do a late throw if you believe your enemy will 
block, or Punch <> Punch, then delay the 
Kick follow up to beat your opponent's 
attempts to counter the throw. If the 
Kick extension hits, link crouching Kick 
> Hado Ken afterwards to land extra 
damage. If the final Kick is blocked, use 
the advantage to go for a throw, or start 
the same Flash Combo again. 





Defieneive Nates 


x + Punch is the anti-air of choice if you anticipate a jump. The Shoryu Ken also 
works well as anti-air, which is great when combined with Hado Ken offense tactics, 
Additionally, Ryu’s Bofu Tatsumaki 
Senpu Kyaku has an amazing amount 
of invulnerability on start up. Use it os 
a reversal when you're getting up from 
a knockdown to blast through your 
enemy's wake up attacks. It's completely 
safe to counter attack when blocked, so 
have no fear when using it. 





Had Ken Trap 


Corner your enemy and stand three character lengths away from them. Throw back- 
to-back Hado Kens, performing each just as the last dissipates. Continue to throw them 
repeatedly until your enemy attempts to jump. When they jump, you should recover 
just in time to punish the jump with a Shoryu Ken. 


The only way to escape this trap is to use a specific special attack or Mighty Combo 
to pass through or over the projectile (like the Tatsumaki Senpu Kyaku), or you jump 
vertically over the projectile to reset the trap. This works because Ryu can only have 
one projectile on screen at once. If your enemy jumps vertically over it, the Hado Ken 
doesn’t leave the screen as early as it does if your opponent blocks it, disabling your 
ability to throw a Hado Ken until the last leaves the screen. If they do jump vertically 
over it, be cautious about throwing another Hado Ken; they may use the opportunity, 
to jump towards you if they anticipate it. 








Command Sequence 
Crouching Kick => Hado Ken 


Punch > Punch (next hit doesn’t link): Kick, then link crouching LK «> Hado Ken or 
Shinku Hado Ken 


Jump-in HK, % + Punch & Reppu Jnrai Sho 























Stitmbclfaciie 
Your objective is to land Sakura’s Shuka Shuto as many times as possible, This scores a massive amount of Gems when it 


hits, which quickly increases the level of your Special Attacks while netting a ton of Super Meter. Anticipate ground attacks 
and jump over them to get close, and then find opportunities to quickly gain an advantage with Shunka Shuto. 


= + Kick 








x + Punch 








x + Kick 









$x + Punch 








~< Flower Kick 
Pendulum Upper 
Kaiten Ashibarai 
Lar Cp Sachi Gidis 


+4 + Punch 









Shinku Hado Ken 







dup bece + Punch 


+ 24x +Kick, press Kick rapidly 






| Easy Command 
4x 4+ Special 









Midare Horusame 
Haru Ronman 





tue tnt Kick 
aN bee ety + Punch 








+ $+ Special 


pute + Special 









Offiemative Nefies 


Standing Kick is a worthy attack opening. If it hits, link crouching Punch => Shunka 
Shuto for a damaging combo. If it doesn’t hit, walk forward and throw your opponent 
or go for Sakura’s Punch x 3 Flash Combo. 


If you have trouble performing the above combo, try standing Kick linked directly 
into a Level 3 Sho'o San, This is much easier to perform over the above combo and 
it even inflicts more damage. Its only drawbacks are that it doesn’t steal as many 
Gems as the other combo, nor does it knock your opponent down (your opponent can 
perform Aerial Recovery after being knocked into the air). This combo unfortunately 
also requires that you have a Level 3 Shoo San at your disposal, which means you're 
going to have to land the Shunka Shuto combo a few times to be able to use it 


‘anyways. 





nit 
x 














% + Punch is your main jump deterrent. It tends to trade on occasion, but it's the only 
options Sakura has against jumping attacks. 





Although the timing is strict, Sakura can use her jumping Punch as a cross-up. Perform 
it early during the jump to hit your enemy from the front, or little later to hit them 


from the back. In either case, link 
crouching Punch into a Shunka Shuto 
afterwards if it hits. When it doesn’t hit, 
throw your opponent when you land, go 
for a combo, or perform Sakura’s Flower 
Kick overhead (+ + Kick), 


Benema Bell Trfidks 


Find on opening and make your opponent block a deep jumping Kick. When you 
land, immediately throw a Banana Item Ball with the command » + Kick + Special. 
When you recover, perform either a » + Kick or Sakura’s Flower Kick overhead. If 
either option hits, your enemy will be pushed directly into the banana peel, knocking 
them into the air, After you recover from either attack, immediately perform Sakura’s 
Shinku Hado Ken to juggle your enemy for extra damage. 


Keep in mind that there's a small gap just big enough for your enemy to hit you 
while you're throwing the banana. Only use this tactic when your enemy is playing 
extremely defensively, and aren't willing to perform counter attacks. 





Command Sequence 





Standing Kick, linked into crouching Punch > Shunka Shuto or Midare Harusame 





Cross-up Kick, crouching Punch > Sho'o San or Midare Harusame 
Jump-in Kick, x + Punch ¢> Sho’o San 











Haru Ranman, immediately jump forward and air throw your opponent with the 
Happiness Drop 














Tessa Cbijsdiive 









eu te-e + Punch + Kick hold buttons downto | 
charge) 








> + Kick 
While jumping, > + Kick 
Punch 

wt kick 

While super jumping, »¢ or % + Kick 








Witeh Hat 
Feline Scratch 















Gem Type | Name 

Da 
Ea Reverie Sword 
[Ooms 





| Command | Easy Command 


dee $e + Punch 






Astron Cannon 





pub etue + Punch 











Untouchable Force + Kick ute + Special 
Hub bo + Ki ‘i ‘ 
Dragon Apocalypse. weily x + Kick, pross Kick}, + Special 








Similar to Chun-Li, Tessa thrives when she’s directly next to her opponent. Her Punch <> Kick => Kick Flash combo is extremely flexible, allowing her to follow up afterwards 
with secondary attacks and damaging combos. She also has access to the Super Wild Cat, which is a command throw that allows for damaging air combos after it. With those 
two options alone, a good Tessa player can deal a massive amount of damage off of any attack where they guess correclly. Use her mighty Muse Whip to jump over and punish 
anticipated attacks and to establish the all-important positional advantage that is close-range, 


Offemeive Nefias 


Tessa’s Punch <> Kick «> Kick Flash Combo is her best attack opening. This string boosts 
slight window of advantage after it, allowing you to link after it with a crouching 
Punch canceled into a Dragon Blow or her Astron Cannon. This advantage also allows 
you to stage secondary attacks if this opening combo is initially blocked. For example, 
if Punch «> Kick <> Kick is blocked, follow up after you recover with a throw, Punch 
=> Kick => Kick, or Tessa’s Muse Whip (while super jumping, + + Kick). 


In regards to throws, use the Super Wild Cat above all others. Although difficult to 
perform, it's possible to juggle your opponent afterwards with Tessa’s Astron Cannon. 
The timing is stric—perform it too early and it misses several hits, and if you do it too 
late your opponent can perform an Aerial Recovery to flip away. Practice the timing 
and learn to perform this combo without hesitation, 











Beleasive Nefias 


De Reverie Sword is your main defensive option. Use it as an anti-air maneuver or as 
‘s reversal in wake up situations. x + Punch also works as anti-air, however, it’s slow 
‘wed up time makes it difficult to time properly. 





(advanced |Tactics) 


‘The Dagens Roar 


# your adversary’s ground game is weak, use Tessa’s Dragon's Roar to move in for the 
11 This attack is completely safe to counter attack when it’s blocked, making it ideal 
For losing in on your unsuspecting foe. Additionally, it’s even possible to perform air 
sombos after Level 2 version of this attack if it happens to hit. An immediate standing 
Sick when you recover is the most you can do, however. 


‘Dsce blocked, perform an immediate Muse Whip (while super jumping + + Kick) to 
Sy over and punish any of your opponent's attempts to attack you after you recover. 
Tess in the occasional dash up throw to catch your enemy sitting if they're afraid of 
your other attack options, 





Ico Bell Thick 


The upwards Hem Ball toss (# + Kick + Special) is useful for setting up a damaging 
high/low guessing game. Stand near your opponent and throw an upward Ice Ball, 
Don't worry about a counter attack—any attempt to hit you risks being hit by the 
Ice Ball. When you recover from the item throw, perform either a crouching Punch or 
walk up and throw your opponent. If either option hits your opponent, the Ice Ball will 
combo soon after, freezing your enemy and leaving them vulnerable to a full fledge 
jump-in combo. In the case of the throw, your opponent will be thrust into a juggle 
state that can’t be escaped with the Aerial Recovery. Perform an air combo consisting 
of « Single Reverie or an Astron Cannon for big damage. In the case of the crouching 
Punch, your opponent will be frozen in place, so follow up afterwards with the jymp-in 
combo of your choice. 





Command Sequence 
Punch <> Kick <> Kick, link crouching Punch <> Dragon Blow or Astron Cannon. 


Perform the Super Wild Cat throw mid-screen, then immediately juggle with the Astron 
Cannon 


Lovel 2 Dragon's Roar, then juggle with a standing 






















Kick or an Astron Cannon 





 I@NGIEF 





FLanglet-sObjactive 


The wrestling "Red Typhoon” is the king of close-range combat, With a myriad of damaging throw techniques and just as 
many ways to set them up, your objective is to establish close range. Use Zangief’s high priority jumping attacks (Flying Body 
Attack, Double Knee Drop, jumping Kick) to jump over anticipated attacks and move into your desired position. 








|= or-> 4 Punch + Kick 
adie + Punch + Kick (hold buttons down to charge) 






























| Easy Command 
++ + Special 


edu + Special 
360 + Special 





Russian Beat bur get Kick 


Heavy Bite dee tee + Punch + Kick 
Final Atomic Buster __| Rotate 720 + Punch + Kick 


Offensive Nates 
Zongief’s Flying Body Attack is your most often used attack opening. It's possible to 
perform this attack at different points during your jump to cause it to hit your enemy 
from the front or back. Initiate it early, before you pass over your adversary’s head 
to cause it to hit from the front. Perform it later then that, after you pass over your 
opponent's head, to have it hit from behind. If it hts it’s possible to link a crouching LK 
=> Russian Beat afterwards. If it doesn’t hit, you have several options at your disposal. 
Common options include a late Spinning Pile Driver when you land, Zangiet’s dashing 
Kick attack (overhead), Cossack Step (x + Kick), or one his many Flash Combos. 


















Speaking of Flash Combos, Zangief has 
one string that’s worth using, which is his 
Punch <> Kick «> Kick string, Use it to set 
up a Spinning Pile Driver at the end of it, 
ond then mix up between that and the 
Kick ending of the string (Punch «> Kick 
> Kick <> Kick) to counter attempts to 
jump away from the throw variation. 


Navies 
Zangief’s Russian Upper is the only consistent anti-air option he has. It's slow, so it 
must be performed early for it to work against most jump attacks. Against attack 
patterns that are difficult to breach, you may have to rely on Guard Cancels to get 
your opponent off of you. 





When it comes to wake up situations, Zangief's Final Atomic Buster should be the 
answer against any ground attack. It’s fast enough to beat practically any attack 
option your opponent can throw at you. 


Enemies that wield speedy projectiles are a tough number for Zangief to deal with. 
The few options he does have, outside of jumping, aren't the most effective. Even 
stil, i's important to know what options are available to you when the time comes to 
deal with them. The first two options are the Banishing Flat and the Double Lariat, The: 
Banishing Flat absorbs projectiles, nullifying them completely. The Double Lariat passes 
through most projectiles; however, i’s terrible recovery speed makes it fairly tisky 
to do any closer then long-range. The third option is by and afar the most effective, 
which is Zangief’s Heavy Bite Mighty Combo. It flies over projectiles from any distance, 
punishing them for a reasonable amount of damage. I's extremely fast, making it very 
easy to react to a projectiles release. The only problem is the Super Meter requirement, 
which may end up being a burden if Zangief is constantly on the defensive (which 
mokes it difficult to collect Gems ond build meter). J 


Command Sequence 
Hammer Throw, then immediately jump forward ond perform on Aerial Power Slam 


Hammer Throw, then juggle with an immediate Stone item Ball, when you recover, dash 
forward and perform Zangief’s Punch running attack 


Gross-up Flying Body Press, Punch <> Kick «> Kick 
[oss-up Flying Body Attack, Crouching Kick => Russian Beat 
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